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When Passion Meets 
Professionalism 

Those of you closest to us may be well aware of my semi-sabbatical from 
GameAxis as I spend the next couple of months in Norway. Not that it 
changes anything really, despite the physical absence, considering that 
you still hold in your hands, the July issue of GameAxis. With our Managing 
Editor. Aaron Yip at the helm, the team has never been more productive, 
cranking out excellent stories, regular blog posts on www.gameaxis.com 
and managing major local tournaments like the Xbox Cup (and from 
what I've gathered, many more to come) It's a Herculean feat, and I'd 
be lying if I was to say that I'm not enjoying the time off in the land of 
the midnight sun But I would add, in the same breath, that I miss the 
time spent working with the team, who are to me. as close a kin as family. 

That's the nature of GameAxis, really. We know we're not an army of 
writers, able to deploy a sguad of writers to any particular game and 
write every damn thing we can about it. Nor are we able to constantly 
fly all over the world, scoring exclusive features direct from game gods 
the world over. The fact is that we're just a team of passionate gamers, 
who approach our craft with a respectable level of professionalism and 
a sincere care for our local gaming community, many of whom we call 
on as our friends. 

Which brings me to the editorial theme for the month as we sum up in 
one word, "Secret". The nature of secrecy implies a modicum of trust 
between two parties, to be able to let them in on their next big thing, 
and we're proud to report that our close relationship with the global and 
local games industry has graced us with yet another excellent issue. This 
month, we've got the juice on the genre defining RTS game. Supreme 
Commander, courtesy of developers Gas Powered Games and publisher 
THQ. We've also uncovered the excellent haul that local mobile game 
developers Mikoishi acquired, post-E3 2006, and an exclusive report on 
Halo 3 and of its recent graphic novel release. In short, it's nothing less 
than a stellar follow-up to our inaugural paid issue, and we hope you 
enjoy it tremendously, as we pass on these well-kept secrets, for your 
eyes only 
ISMET BACHTIAR 
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LETTERS 



Think you've got a bone to pick with a game developer? Or just wanting to let your point 
through to your fellow gamers? Maybe you just want to tell us how much we sue. . . I mean 
how much we rock? Send it all to editorial@gameaxis.com or join in the thousands 
of daily discussions in the GameAxis forums (forum.gameaxis.com). You might just 
stand to win something really special. 



W/////////////////////////^^^^ 



Mushroom Madness 

Having subscribed to GameAxis for over a 
year, I must say that am thrilled to be 
onboard the readers' list. Letters is one 
section that I never missed to read and I 
couldn't agree more about how the mag 
rocks. Gaming industry has changed at a 
very fast rate and playing games will never 
give the same experience. As far as 
experience concerned, each gamer will 
have different thoughts and often left open- 
ended. 

Writing down those thought in a review, 
I believe, no longer about giving content 
over context. With the numbers of games 
reviewed, the quantity easily overruns any 
expectation. Exceptionally, the level of depth 
of review has never been sacrificed. 

Your review on the New Super Mario Bros 
was outstanding. I believe it probably even 
longer than the story of the game itself. 
Being a fan of Mario games, reading the 
review feels like I am actually playing the 
game rather than being informed the game 
is good or bad. Even so, I must admit that 
I couldn't wait to play the actual game. 

Reading GameAxis is not just about reading 
review or recommendation of games, but 
it has been an adventure into the game 
itself. To be able to review games at such 
level, I think you guys really taken too much 
Mega Mushroom. 

Where the thoughts are thoughtless and 
the price is priceless, there could be no 
reward for performance. When it comes 
to performance, you guys simply never 
break nor skidded. Add Oil! 
Paul Chandra 

GaX: Thanks Paul, for your insightful 
comments! And you know what, the 
letter section also happens to be our 
favorite section to read while we work 
diligently on each subsequent issue, 
because the feedback coming from our 
readers has played a huge part in 
making the magazine what it is today. 
Though I'll admit that comment about 
the use of a psychotropic like a Mega 
Mushroom is an interesting way to 
seek ahem... inspiration... but rest 
assured, the reviewer for New Super 
Mario Bros was writing it purely from 
the heart, and we're glad you've 
enjoyed it tremendously. 




Dedicated Fan 

First of all, congrats on a job well done 
for your first issue of paid GameAxis. . this 
is the first time I am writing in I am a fan 
of yours all the way back when you are 
a LARGE copy. Every time I can't get hold 
of GameAxis, I am back almost everyday 
to the library mag section hoping to find 
the latest GameAxis there. To me... 
GameAxis is more resourceful then other 
mags in terms of coverage of the games 
on different platforms. 

Last month, I was reading tat u are going 
the paid way for GameAxis . without 
doubt I will get it simply because it's a 
very good mag and keeps me updated 
of all the wonderful games tat are on the 
way. After reading your 2 FULL pages 
review of the New Super Mario Bros, I 
was so mesmerized by it. I am going to 
get that game soon. I thought Mario 
games are just boring 2-D side-scrolling 
action games... but no! I am so super 
wrong after reading your review of the 
New Super Mario Bros! There's just so 
must power ups! And that's also a 4- 
players mini-game mode This is the first 
time I truly got excited about a Mario 
game, and that's thanks to u GameAxis! 



Oh. ..and well done for the E3 coverage! 
Am excited about the unified Live platform 
for the 360, Windows Vista and mobile 
phone. Keep me updated more should 
all of you have the latest news ya...=) 

And could u include a review of N3 ( 
Ninety-Nine Nights ) in the next issue? 
Thanks! Will be supporting u guys all the 
way!! gtg... gaming time! Adios! =) 
Jonathan Poh 

GaX: Wow. The fact that you actually 
head down to your local library to 
hunt down a missing issue of 
GameAxis impresses us to no end. 
Thanks for finally writing in, and once 
again, it's the extensive New Super 
Mario Bros review that gets the nod 
of approval, and I'm sure Lestor Wong 
would be most happy about that. 
Likewise, we're hope that we can 
extend that happiness to you too for 
winning the letter of the month, and 
for the requested review of N3 in this 
here issue! 



It certainly pays to be loyal! 

Here's a copy of Ninety-Nine Nights from us to you - on the house! 



NEXT 



LETTER OF THE MONTH'S GIFT 



Fancy taking home a copy of Ninety-Nine Nights for free' 
Share your gaming thoughts with us and if your letter is the 
Featured Letter of the Month, we'll give you the great Xbox 
360 title on the house! 





Got Ya Covered 

Hello GameAxis editors! I just picked up a 
copy of GameAxis Unwired and love what 
I see inside so far! Keep up the good work 
on the revamp especially on the cover! It 
is so nice wow! You guys must have covers 
this good every month, as it is such covers 
that will draw a lot of readers'attention to 
the magazine. I hope to also see more 
reviews, especially PC and Nintendo DS. 
Oh and what happened to N-Gage? Has 
Nokia killed off the N-Gage? 
Mesit Lau 

GaX: You can't believe the number of 
fan-mail we got asking us to produce 
Tri-force bikini's (a la the one worn by 
Princess Zelda) on our June issue cover. 
If s all thanks to Charlene Chua really, 
whose acclaimed illustrations has 
graced our magazine, not once, but 
twice already, and quite hopefully, 
more to come in the near future. About 
the Nokia N-Gage, that's a story that 
needs far more space than the letter 
column to tell of. Suffice to say for now 
that the N-Gage is still alive and kicking, 
albeit in Nokia Series 60 phones, but 
don't be surprised if there's more news 
coming at you pretty soon. 



ERRATA 

Oops. We made a error of scoring 
the rock-solid MMORPG Guild 
Wars with an 8.0 instead of a near 
perfect 8.9 in the last issue. So if 
you haven't already given this 
superb subscription-less MMORPG 
a spin, then we're telling ya that's 
there's all the more reason to do 
so now! 
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Valve Co-Founder Says Half-Life Movie Unlikely 



In a move that should have fans both 
grumbling and giving a grudging nod of 
respect, Gabe Newell, Co-founder of Valve 
and the creators of the Half-Life series have 
declared on record that a movie based on 
Half-Life is probably not going to happen. 
In an interview with Eurogamer, Newell 
showed no small amount of distaste for 
game-based movies. He watches them, but 
not for fun as he claims, 'I have to put on 
my professional 'I'm doing this for the 
company' hat, not the 'I'm a movie go-er 
whose soul is going to be crushed by 
another unbelievably crappy game 
adaptation' one." 

He also made it clear— though he didn't 
outright say the name — that he has no 
great love for German director Uwe Bolle. 
He cites the fact that there's a convenient 
loophole in German tax law that allows 
investment in film as a tax shelter for money 
that would otherwise have to go to the 
government. This has created a situation 
where, in his words, the investors "Don't 
really care how profitable the movies are 
either, so you have this collision of people 
who are not long-term stakeholders who 
just think 'what are the next five movies I 
can crank out before the German 
government closes this tax loophole?' And 
95 per cent of the gaming movies are being 
made specifically for those reasons. ' 



When asked whether or not a Half-Life 
movie has ever been considered, he did 
admit the answer was "Yes." There have 
even been scripts that have been written 
and ultimately rejected. The reason? "They 
all sucked. They're just bad movies - movies 
that shouldn't get made. " 

He continues, "I'm a huge fan of movies, 
I love going to movies and yet we have 
absolutely no reason to do it. It's not like 
they've offered us these giant buckets of 
cash and said "Let us go and ruin your 
game.' They offer you little tiny amounts 
of cash, so it's like they've not even tried 
to bribe us to go and make a bad 
movie., unless it's a great movie, unless it's 
as exciting a movie as the game was a 
game then it will never get made. " 
Valve has even tried the route of picking 
and approaching its own directors and 
screenwriters, but Newell says the results 
were "really uninspired scripts." 

" It's just not going to happen until we 
think that there's a director and a cast and 
a script and can say this is a movie we'd 
like to go and see, and not just some vanity 
piece. We've seen what happens to those 
sorts of movies and the world would be a 
better place if nine tenths of those proiects 
had never happened. " 



Atari In Trouble. Again. 

In what is quickly turning into a more 
accurate interpretation of the Phoenix 
metaphor, Atari the company that has risen 
from the ashes anew looks set to burst into 
flame and be reduced to ashes once more. 

In the bluntest terms, Atari posted a total 
net less of USS67+ million, compared with 
the 2005 financial year, which was a net 
profit of US$5+ million. Atari blames this 
massive loss on the disappointing sales of 
its two big titles Stuntman and Timeshift, 
which performed well below expectations. 

"Fiscal 2006 was a challenging year for the 
industry," said Bruno Bonnell, Atari's 
Chairman, CEO, and Chief Creative Officer. 
" A shortage of new hardware coupled with 
a softness in consumer demand for current 
generation games dramatically impacted 
results. In addition, titles such as The Matnx: 
Path of Neo and Marc Ecko's Getting Up: 
Contents Under Pressure performed below 
our expectations. " 

Transitional periods are always difficult on 
game developers, excepting PC developers. 



of course, who never have to worry about 
new PCs, only new graphics cards. And the 
increasing costs of developing for the latest 
generation of consoles have put increased 
financial demands on many developers. 
Games now often utilize big name actors 
for voice over, motion capture, high quality 
animation for pre-rendered cut-scenes and 
of course, hundreds of people in the coding, 
art, animation and sound departments. 
When the transition point between consoles 
arrives, with one generation clearly dying 
and the other slowly easing into dominance, 
it's the console developers like Atari that 
tend to suffer the most. 

Hm...PC game developers never seem to 
have this problem and yet they're the ones 
accused of working on a dying platform... 



ATARI 



Bill Gates Announces Retirement In Two Years 



In a move that will stun everyone and give 
people in the PC industry cause for hope. 
Bill Gates has announced that over the next 
two years, he will gradually be phasing out 
his duties as Chief Software Architect and 
de facto leader of Microsoft. After 30 years 
in the business, this may signal the hope 
for an end to the almost satanic monopoly 
on operating systems that Microsoft has 
forced upon PC users for decades. 

While Microsoft has been a dominant force 
in many areas of personal computing, its 
stranglehold on the market has started 
showing chinks in the armor in recent years. 
Internet Explorer has been steadily losing 
ground to the more popular Firefox Internet 
browser in recent years. Vista, the successor 
to Windows XP has been delayed and has 
not been received as warmly by users who 
resent being forced to use 1GB of RAM 



just for the operating system alone, 
effectively reducing their available memory. 
And Microsoft's repeated attempts to 
destroy, buy or beat Google which has 
enjoyed popularity with users because of 
its more democratic approach to the 
Internet and users, has met with repeated 
failure as the market refuses to obey their 
imperative and abandon Google nor its 
attendant features. 

All these factors made it clear that while 
Microsoft still controls the market whether 
people like it or not, that control is not the 
iron fist of a powerful young dictator 
anymore, but an old despot who knows 
that the villagers are assembling torches 
for the revolution. For gamers, with any 
luck, this will mean the Xbox 360 now has 
some promise as a game consoler rather 
than a tech demo in later years. 




For more news and information for games, 
head down to the GameAxis website at 
www.gameaxis.com. 



NEWS THAT 
SHOULD HAVE BEEN 



PS3 Still Going To Be 
Powerful 

They've been getting a lot of flack lately, 
but Sony has finally picked up the gauntlet 
in response to a rumor circulating that the 
PS3 would have its technical specifications 
downgraded 

A report from Games Radar claimed that 
an anonymous informant within the Sony 
ranks had disclosed that Sony was 
experiencing overheating problems with 
the various components and that developers 
hadn't even gotten finalized dev kits to 
produce their games on. The result of all 
this was that Sony was not able to produce 
the PS3 en masse yet, and that the cell 
processor was NOT running at the speeds 
they had claimed. 

Jonathan Fargher of Sony has already made 
a statement for the record: "The PS3 
downgrade story is categorically not true. 
Developers have been working with PS3 
dev kits for anywhere between eight and 
12 months, and to suggest that we'd now 
take the decision to downgrade the 
hardware at such a late stage, is, well, 
ridiculous. 

"Worse still is the suggestion that we 
couldn't fit all the technical components 
into a plastic box," Fargher continued. 
"Granted, whilst all products are not 
perfect, we do have over 40 years of 
experience making consumer electronics 
equipment, and therefore, extensive 
experience in making things fit - PSone and 
Slimline PS2 being just two examples of 
that. ' 

At the moment the PS3 is still slated for a 
November 1 1 launch in Japan and 
November 1 7 launch in the USA and 
Europe, making it the last of the next-gen 
consoles to hit retail. Nintendo's Wii goes 
public two months earlier in September. 




BY SHOELESS WAYNE SANTOS 

Wssssssssssssssssssssssss*. 



Judge Gets Reprimanded For Gaming During Trial 

In what is definitely a case 



of "I'd never believe that j 
in a movie or book," a 
judge in an attempted 
murder trial in Manhattan 
has now been accused — 
by the victim of the crime 
in question no less — of 
playing solitaire on the 
computer while the victim 
was giving his witness 
testimony. Curtis Silwa, 
the witness and victim in 
the trial moved for the 
removal of Judge Shira 
Scheinden. Curtis Silwa 
was providing testimony against John Gotti, 
who, in 1992 was accused of putting 
together a plot to kill him. 

It was during this testimony that Silwa 
noticed the judge's computer was being 
used to play Soltaire, the de facto game of 
choice for bored office workers since it was 
included with the Windows Operating 
System. Silwa then called for the removal 
of the judge from the case and/or some 




Score: & Time: £81 1 



kind of disciplinary action, as there have 
been cases in New York where employees 
of the city have been fired by the Mayor 
himself for playing Soltaire while at work. 
However no such action has been taken 
against the Judge. To be fair, so far no one 
else has accused her of anything similar, 
so Silwa's is the loan point of contention. 
Judge Scheinden still has not responded to 
any questions regarding the matter. 



Crystal Dynamics To Develop Tomb Raider 10th Anniversary 




Core is NOT having a good year. It has just 
been one kicked to the spleen after another 
for the original creator of the biggest game 
franchise of the 90's. Tomb Raider. First, 
they've made one successively bad Tomb 
Raider sequel after another, the last one 
being the archaic and pretentious Tomb 
Raider: Angel of Darkness which tanked 
and tanked badly. Then the series they 
made got taken away from them by 
publisher Eidos and given to Crystal 
Dynamics. That seemed crazy, until you 
realized the series had been going downhill 
more or less since series creator Toby Gard 
left Core (after disagreeing with the 
direction they wanted to take Tomb Raider). 
Unsurprisingly, with a new (old) direction 
established. Tomb Raider: Legend did better 



than any Tomb Raider game of the last five 

years. 

Then it got worse Core itself got sold to 
Rebellion Studio, a company that has been 
doing much better in the UK recently than 
the flagging Core, which was forced to 
streamline and reoriented itself towards 
producing cheaper games on the PSP. 
Though Eidos retained the name of Core, 
Rebellion owned the actual entity itself. 

And now the final nail in the coffin. The 
end of 2006/start of 2007 will mark the 
10th anniversary of Lara Croft's debut to 
the world. Core, which had been working 
on the project has now even had that taken 
away from them and given to — yup, you 




Dan Brown Writes About 
The Vinci Code 

Dan Brown, author of the infamous 
novel "The DaVinci Code" which 
uncovers a supposed conspiracy within 
the Catholic Church, now claims that 
a similar code about Catholicism's 
deep, dark secrets appears in the Big 
Huge Games RTS Rise Of Nations Rise 
Of Legends The game features a 
culture based entirely on the art and 
theory of Leonardo DaVinci, and 
calling themselves the Vincis In the 
original best selling novel, now also 
an incredibly tasteless movie 
adaptation banking on the 
controversy, Dan Brown presented the 
idea that Leonardo Da Vinci had 
deliberately woven certain hints, clues 
and codes into his works, such as the 
famous Last Supper painting These 
clues all lead to a truth about the 
Church, in which the Vatican had 
been willfully hiding for centuries. 

In The Vinci Code Dan Brown now 
writes about a gamer that deciphers 
the messages left in the animations 
of clockwork men and the flight 
patterns of canvas rotor helicopters 
that lead the intrepid investigator on 
a geeky quest of revelation, fighting 
the forces of Microsoft all the way, 
that has been covering up this Catholic 
conspiracy for the last 2000 years 

Okay, maybe this didn't actually 
happen 



But US 



SHOULD have, dammi 



guessed it — Crystal Dynamics. The Tomb 
Raider 10th Anniversary Edition is basically 
a face-lift given to a now badly aged onginal 
Tomb Raider game. This is currently planned 
as a one-off title with no further remakes 
of other sequels. Pricing and release dates 
are still up in the air, but considering that 
Crystal Dynamics has a perfectly functional 
Tomb Raider style engine already sitting 
around, one imagines it wouldn't take a 
full three year development cycle to get 
Lara back on shelves. This time less blocky, 
more sexy and hopefully not getting stuck 
on a grid again. 
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Are you keen on right and wrong? With these two upcoming RPGS, you can either 
drift between shades of gray or dive into black and white. Neverwinter Nights 2 
showcases more clear-cut principles of what is good or evil while the Witcher 
emphasizes moral ambiquity, that there's no such thing as a perfect decision. These 
two RPGS are similar in nature, but yet different deep down. We leave it up to 
you to decide which is the lesser of the two evils. 

BY JACZIE TAN LO 



XBOX/PSP/PS2 



God Hand 
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C Kung Fu and religion; a natural mix. 

They said chivalry was dead, but this game would prove 
that it's still alive and punching 1 God Hand is about Jean, 
a chivalrous drifter who tried to defend a poor girl being 
harassed by friendly neighborhood thugs. Unfortunately 
for him, he gets beaten up and loses consciousness. Not 
a good start for a new guy in town, especially since he 
has lost control of his right arm now. Things aren't looking 
good for Jean, until he wakes up to see that his right 
hand has been replaced by the "God Hand" - an 
extremely powerful weapon than came from none other 
but Satan himself. 

God Hand is a straightforward brawler game from 
Capcom. Not a revolutionary idea and it's shaping up to 
be quite similar to other 3D fighters, but it seems like 
God Hand will be an enjoyable button-masher due to its 
pedigree background. The game is developed by the 
same team behind Viewtiful Joe and Okami. Despite the 
big disparity of genres, the developers do know a thing 
or two about making great games. Everything in God 
Hand is fully destructible and you can run amuck with 
Jean, smashing tables, chairs and just about everything 
you can see on the environment. 

Visually, God Hand looks pretty good despite being on 
the aging PS2. God Hand sounds like a boring, hackneyed 
game due to its gameplay mechanics; however, with a 
solid team behind it, they are the ones truly capable of 
rejuvenating a dying genre. 



EyeToy: Kinetic Combat 



EyeToy: Kinetic was released back in 2005, which was 
an aerobic-based and making it somewhat of an 
interactive workout video game. This time around, Eyetoy: 
Kinetic Combat adds a new twist to the series, using 
Hungar Kung Fu used by Shaolm Monks as its basis for 
movement. The game will teach you four zones of animal 
styles of combat based on the Kung Fu discipline, namely 
- Dragon, Mantis, Crane and Phoenix These zones 
increase in difficulty, and it would take around a month 
to master each one. The game might be seen as daunting 
for players who have never done any contact sports or 
martial arts in their life But the developers were quick 
to assert that the game is specifically designed for 
beginners, and they took this consideration seriously to 
make the game as newbie-fnendly as possible 

Despite being beginner-friendly, it doesn't mean the 
game won't be tough on those who are slacking behind 
The EyeToy will track your body movements through its 
wide-angle lens, checking every punch and kick that you 
perform. Sloppy movements are unacceptable in this 
game and you'd be graded accordingly by the instructor 
The game will be able to discern each punch, uppercuts, 
kicks and jumps that it requires from you The sensors 
would track your movements as much as possible, so no 
cookie-cutting allowed! Unwanted calones will get burned 
out once the game is released later this year' 



Soul of the Ultimate Nation 
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Valkyrie Profile 2: Silmeria 
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Hundreds of years before the first title, an epic unfolds as 
Silmeria, one of Odin's most loyal Valkyries, comes into 
conflict with the god of Valhalla himself. As punishment, 
she is forced to inhabit a human body, who answers to 
"Princess Alicia", and unlike all those cliche movies where 
it's a body switch, what happens is that Alicia and Silmeria 
occupy the same body Of course, whenever this happens, 
as we all know, it's going to be one huge problem and 
the body that has two souls often behaves 
erratically. 

Just like in reality, Alicia is regarded as 
somewhat of a "weirdo" by her 
subjects — just a little bit on the insane 
side — and is, in a way, ostracized 
from society Probably due to her 
seeming insanity, her father 
banishes her to a castle, away 
from Dipan, her land. No, that 
isn't how the story ends, even 
though it sounds like it— that's how 
the story actually begins. It begins 
when Alicia attempts to escape and 
return to Dipan 

Exploration remains in 2D form, 
although, as is usual fare, cutscenes 
are prevalently in 3D. There are a 
few other new things to note. First 
is whenever you encounter a group 
of monsters, those monsters get 
defeated when you kill the leader 
of that monster party Quite handy 
when all those little minions are 
still pestering you when all you 
want to do is move on! 
Secondly, there's an option 
provided to split your party, such 
as having one party attack from 
the front, and the other from 
the rear for possible added 
damage. Third is the necessity 
of gauging the range your 
enemies have. 




Micro Machines V4 
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Have you ever seen those movies on soapbox racing? 
The ones where the poor kids build their little car and 
try to beat the rich kid, who happens to have the BEST 
car of the race? That car will somehow always have those 
little spike thmgies coming out on the side of the wheels 
so that when the protagonist tries to overtake him, rich 
kid can pop those wheels and incapacitate the 
protagonist's car. Those always look fun. 

The Micro Machines series is poised to come out with 
Micro Machines V4, You can finally have your little cars, 
and your little weapons, too There are around 25 
weapons available for use, ranging from the typical 
machine guns to the more unusual hammer. Unlike the 
previous titles of the series, there's a lot of depth to the 
game. There are 25 different vehicle types as opposed 
to the past's extremely limiting choices. When it comes 
to variety, there's a big step in the right direction - to 
the tune of 750 cars in all. 

There are also new environments, surfaces, and areas to 
race in with two tracks to each location's name. Even 
better, when you get bored with these, or when the 
tracks aren't challenging enough for you, you can always 
plot out your own with the track editor in the game. 

You like competition? Ever heard of the phrase "playing 
for keeps"? Know what it means? You should, because 
this mode is available in the game, for those times you'll 
be screaming and heckling a friend while you try and 
get access to a car from his garage Playing for Keeps 
allows you to beat your friend and get his car. 





Wipe that drool away. That's just so undignified The 
mere idea of this game sends shivers down, well, a lot 
of people's spines. Based on one of the most celebrated 
movies of the past decade and a half, Quentin Tarantino's 
Reservoir Dogs finally comes to a console near you. 

After a failed diamond heist, the rain men came to the 
conclusion that somebody sold them out, and decided 
to reconstruct the planning, the preparation, and the 
actual heist to find out who did such a dastardly deed. 
That was what happened in Reservoir Dogs, the film 
Bridling with intensity, this third-person shooting game 
follows the progress of the heist. You'll feel the 
atmosphere of being part of the heist even more when 
the movie's, and consequently the game's, soundtrack 
comes on. The graphics seem to be fairly decent— at 
least from what we have seen so far. And those answers 
you've been wanting for years? ("What happened to the 
diamonds?" et. al.) The developer claims that these will 
be provided within the game. 



Dungeon siege II: Broken World 
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© This ain't the Age of Aqualius. 



Micro Machine PSP Game Deck Micro Machines V4 
toy car 



Destroy All Human 2, like its predecessor, is set in the '60s, 
when free love and the Cold War were very important topics, 
and occurs in a more massive scale, in (our different cities 
to be precise: Bay City, Albion, Takoshima Island and 
Tunguska. 

The sequel now comes with a good variety of new weapons 
to choose from, such as the Meteor Strike, which allows 
you to summon a meteor that destroys everything in its 
path. Then there's also the Disc Locator, which has random 
effects. There are also plenty of mini-games to amuse you. 
The purpose of these mini-games is to help you upgrade 
your equipment because you get to gain DNA (which is used 
as money) through these mini-games. The premise is great, 
the environments have their built-in fun, and I mean, really 
now, wouldn't you want to summon a meteor from the sky 
and obliterate everything in your path once in a while? 
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The Witcher 



T | he Witcher is a highly anticipated 
It J RPG game ever since its unveiling 
at last year's E3. Everything about 
it looked and sounded good, but the most 
surprising thing about the game was that 
it was made by a relatively unknown 

"The Witcher's gameplay is 
very action oriented, with the 
controls highly dependant on 
mouse clicking. " 



The Aurora engine 
in action 
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developer - CD Projekt Red. The game is 
based on Polish fantasy novels written by 
Andrzej Sapkowski, and his writings are 
distinctly different compared to other works 
of fantasy. Instead of setting a theme 
between good and evil, Sapkowski's virtues 
are ambiguous and are seen more as shades 
of gray - rather than being clearly declared 
in black and white. This vague sense of 
ethics is translated into the game as well. 
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The game stars a man named Geralt, who 
is a Witcher. He used to be a human once, 
but he has since mutated and gained super 
powers that allowed him to slay monsters 
that are plaguing the world. The premise 
sounds cliche and overly simplistic at first 
glance, but mind you - these aren't your 
typical Tolkien stories. The events in this 
game have a darker tinge to it - leaving 
you to choose between decisions which are 
neither clearly good nor bad. For instance, 
letting a captured prisoner free instead of 
killing him off sounds like a simple choice 
between good and evil - in this game 
however, events like these aren't so 
straightforward. Killing the captive off 
(mercifully or not) might save a life of your 
companion later on in the game, since the 
prisoner wasn't able to tip off your enemies 
There are other choices as to how to "take 
care" of the prisoner, such as leaving him 
to other Witchers, or force feeding him a 
truth serum. These choices have no distinct 
right or wrong; there are no perfect results 
and everything would have its eventual 
consequence. This makes the game intensely 
volatile and unpredictable - but the good 
thing is, due to the fact that there's never 
a "right" or "wrong" choice, you wouldn't 
really feel the urge to return back to the 
time you made the wrong choice. 



The overall narrative will have two branching 
points - one a personal storyline focusing 
on Geralt's struggles with his life; and a 
larger scale plot where Geralt needs to get 
involved with the world's tribulations - 
ranging from prejudice, racial conflicts, and 
political controversies. Obviously, this game 
handles darker themes as compared to its 
peers, so it's not your typical fairy frou-frou 
fantasy. 




The Witcher's gameplay is very action 
oriented, with the controls highly dependant 
on mouse clicking. The good thing is that 
it's not built as a monotonous hack-and- 
slash game. There are plenty of strategic 
components built into it First off, artificial 
intelligence isn't simply copy and pasted to 
all types of enemies. Most enemies differ 
from the next, and would require a different 
maneuver in order to outsmart and defeat 
them. In the same vein, these enemies would 
move and react in their own way. Positioning 
against the enemies plays an important 
tactical decision as well, since they would 
not only try to mass against you but they 
can also hit you from behind. Left-clicking 
usually results in an attack; right-click focuses 
more on evasive movements. Evasive 
maneuvers are dependent on timing and 
how you click, and can range from small 
side-steps to a quick rollaway. There are 
also various fighting styles that Geralt can 
choose from, which prove to be useful in 
certain type of situations. 



available which makes it a lively, breathing 
world. This is probably one of the most 
anticipated low-profile games that RPG 
lovers definitely have to watch out for. 

E JACZIE TAN LO 
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"The game also 
made creating 
paths and 
scripted events 
a lot simpler - 
you can easily 
drag paths on 
the screen..." 
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t | his is undoubtedly one of the most 
I I anticipated PC games for this year. 
■^■J It's no surprise why - the first 
Neverwinter Nights game was such a smash 
hit that it spawned fans up to the thousands. 
Despite being a couple of years old now, 
there are still a lot of people who enjoy 
playing this game. Instead of being 
developed by its former developer, it's now 
being handled by Obsidian Entertainment 
- who are also the same folks behind Knights 
of the Old Republic t. 

Neverwinter Nights 2 is loosely based on 
the Forgotten Realms - an immensely 
popular Dungeon and Dragons universe 
As usual, NWN2 boasts of a rich character 
creation tool. For those who aren't so 
particular over their virtual alter egos or 
aren't so adept with creating characters, 
the game includes a "recommendations" 
option where you can simply choose 
between pre-made characters Hardcore 
gamers would probably want to spend hours 
tinkering their character to perfection. The 
sequel now has sub-races with new racial 
advantages and unique abilities. Each 
character has attributes where you can 
assign statistic to, so that each character 
is really tailor-made for you and by you. 



Win 




While the first Neverwinter Nights was good, 
nobody can deny the fact that it was too 
centered on only one character. While 
exploring the single-player campaign was 
very rich and robust - there was just no 
interaction at all. You could hire henchmen 
to aid your quest, but they didn't have any 
personalities at all. This time around, they 
are improving on that aspect by allowing 
the main character to travel with 
companions. There are 10 support 
characters, although you can only bring 
three in during battles and all of them are 
fully swappable. These 10 characters all 
have distinct personalities, motivations and 
histories You can influence or affect these 
party members, depending on your attitude 
towards them. It is very similar to the 
"influence" system in Knights of the Old 
Republic, but of course. Obsidian upped it 
a notch by making choices and decisions 
having more moral facets than just clear 
black and white, although there is a clear 
distinction between which action is morally 
good or bad. Additionally, these characters 
would have their own missions to fulfill as 
well, so there are times when they would 
jet off away from your group to fulfill their 
own destiny. This dynamic between 
individuals in the game provides a richer 
experience, as well as providing a more 
fulfilling encounters with the characters 

Another thing to look out for from this 
sequel is its module creation tools. The 
creation tool is able to give the player a 
wider array of possibilities in building his 
own adventure, as compared to us 
predecessor. It's more user-friendly than 
before, but it's not going to spoon-feed 
players who are not patient enough to go 



through every setting and detail There are 
new texture sets, backgrounds and 
environments to act as a backdrop of the 
custom campaigns The game also allows 
players to edit existing levels, or create them 
from the ground up. What would make 
people delirious with glee is how the game 
is able to let you craft your own monsters 
- tweaking their size, scale, color and even 
equipping them with weapons and armor 
The game also made creating paths and 
scripted events a lot simpler - you can easily 
drag paths on the screen from one point to 
another. Coupled with stunning graphics, 
the game is shaping up to be one of the 
RPG game to anticipate The rich content 
of Neverwinter Nights 2 would probably 
last around 25-30 hours for the single player 
campaign, but it is the multiplayer aspects 
of the game that made it such a fan favonte. 
And with Obsidian Entertainment at the 
developments helm, we're confident 
Neverwinter Nights 2 will shape up just nice 
when its out El jaczie tan io 
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EXCLUSIVES 



K if one exclusive isn't enough, we felt compelled to bring you three stories this month for the simple 

/ \ ^ fact that all three deserves their own space in this issue - and keeping them back away from you till 
the next issue would have done each of these stories (and you dear reader) a great injustice. Each of 
* these stories is also unique in a sense that they have a major impact on their respective platform one 

way or another. So whether you want to finish the fight in Halo 3 on the Xbox 360, take over the universe with Supreme 
Commander on the PC, or feel, just feel inspired about wanting to be part of the blossoming mobile games development 
industry, just read on. 






Back Track 

Hey guys, glad to have you here. I'm CJ 
Cowan, Cinematics Director at Bungie. 
We're really excited about having FINALLY 
announced the next Halo game at E3 and 
what we're going to talk about today is 
really about the creative aspects of the game 
the new set of direction that we're going 
to adopt. Now of course, I'm sure everyone 
would love to know what have happened 
since the end of Halo 2. If you recall, in Halo 
2 Master Chief was on a forerunner ship 
headed back to Earth. He was not on Earth 
yet. You see him here (the teaser) on the 
Earth surface in South Africa This is nothing 
compared to the beginning of our game 
(Halo 3). The scene in the trailer is actually 
about a third into the game. There are quite 
a few significant events that have happened 
since the end of Halo 2, and the events you 
saw from the trailer are one of those 



About Master Chief & Cortona 

If you look closely at the screenshots, you'll 
see scars and battle marks on Master Chief's 
chest. There are even scratches and some 
gouges in there. It kind of tells you the kind 
of fights Master Chief had gotten into. So 
the events that have happened between 
Halo 2 and Halo 3 have obvious 
consequences on our main character. And 
it's something we're quite excited about 
sharing. 

There's also Cortana. At the end of Halo 2, 
Cortana was across the galaxy far from 
Master Chief and she's been a really good 
partner throughout the first 2 games. This 
is something that we've done before, where 
transmissions to the Chief (and the player) 
made by Cortana dunng such trailers usually 
give players some subtle clues to what's 
going on with the current story arc. It also 



disclosed Cortana's state of mind as she 

deals with the Covenant and the Flood back 
on the other side of the galaxy without 
Master Chief at her side. 

And then finally, the star of our 
announcement in this trailer here is of course 
this huge forerunner artifact buried under 
the African desert (Editor: it obviously looks 
to be a mega-ultimate weapon of mass 
destruction of some sorts). But I'm afraid I 
can't say much about that other than it 
plays a pivotal role in our plot for this game. 
So let's run through it again and check out 
those details. 

[HALO 3 TRAILER PLAYS - Everyone in the 
room acts like kids in Toys R' Us for the first 
time] 





: 



featurestory 





From left: CJ and Marcus 



The Halo 3 Teaser trader ts available for download at 
www.fileaws.com. Do check out the Halo 3 interview, 
where our Editors exchanged banters with the Bungie 
boys, dl www.gameaxis.com 



CI: So we're doing a lot of things here. This 
is a really good example of where we're 
taking this game. It's epic, and certainly the 
first two games in this franchise have been 
the same way too. But if you look a little 
more closely this Halo 3 has a darker feel 
to it compared to the first two. It's a little 
bit more moody and there's obviously some 
tension going on. There are some 
consequences for our characters that are 
involved in the story arc and that's a good 
representation of where we're headed with 
the story And we're terribly excited with 
this (vision) and we can't wait to share it 
with you guys. 

So to move on a little bit, I'm going to 
introduce you to Marcus Lehto, our Art 
Director, and he's going to talk a little bit 
about how the Xbox 360 has allowed us to 
do gorgeous stuffs like what we've shown 
on the trailer in real time (yup, the trailer 
isn't running on pre-rendered scenes), and 
talk about the technology that we've come 
up with to jump in there and come up with 
this crazy stuff so. . Marcus please 

Marcus: Thank you CJ. Like CJ said I want 
give you a little sneak peak behind the 
scenes of the Halo 3 trailer. I'd like to talk 
a little bit of the technology that we're now 
using for Halo 3. It's very much different 
from what we used in Halo 2. 

What we're looking at here (the trailer) is 
one of the most epic views ever created for 
the Halo franchise. The way we're doing 
this now is with the real, very realistic 
atmospheric effects that we've never had 
in Halo 2. where we had to fake this kind 
of thing With the Xbox 360, we're able to 



create a new kind of look and feel, which 
gives Halo 3 a very photo-realistic polish 
We're also doing things like ray-particle 
scattering, which gives us that distance of 
atmospheric effect that pushes the 
mountains in the trailer way far off into the 
distance, and not just being a flat one- 
dimensional wallpaper. In addition to some 
of the real atmosphere effects, we're using 
things like parallax mapping to really 
generate depth into the clouds, giving it 
that apocalyptic-looking storm that we see 
in the sky in the trailer. 

So the Halo 2 lighting model was pretty 
good but in all honesty it wasn't perfect. In 
Halo 3 we really decided to change things 
and unify all the lightings of the environment 
and the dynamic objects under one global 
illumination model. What this does is that 
it allows us to take all of the primary light 
from the sun, and made it act like it would 
in real life. So you can see in the trailer the 
end results, where the light source from the 
sun acts very differently on different angles, 
surfaces, and the player's viewpoint as they 
walk through the environment. So you'll 
notice as I walk Master Chief across this 
terrain, against this debris pile, you'll see it 




accurately reflecting on the Chief's armor. 
He's also getting lit by the primary sun source 
simultaneously, so it's a very complex and 
cutting edge lighting model that's not being 
used at all in this kind of environment; and 
in the gaming industry at the moment for 
that matter. It's pure cutting-edge stuff. 
There's more to it. If I walk Master Chief 
out to the brightly lit sand area, you can 
really see the bounced light hit the chief 
significantly here. We didn't want to stop 
there. We wanted to make things a little 
better still, so we decided to take things 
like soft shadowing on the character. 

Soft shadowing is actually a big part of the 
new lighting models as well that allows us 
to give characters real depth and real mass, 
and it also allows us to light the characters 
with subtle ambient inclusion over their 
complex geometries. In addition to that we 
got to go closer too. We decided to 
completely redo the material response 
system for the Chief's armor and his rubber 
under-suiting, and this really improves the 
realistic effects of lighting over the character's 
geometry. 

You can see some of these effects on his 
reflected armor here. And then we decided 
to go a little further and turn on real time 
reflections on the Chief's visor itself. So you 
actually see the world reflected from his 
visor, and that just scratches the surface of 
what we're doing here on the creative 
aspects of the game The scary thing is that 
we're still so early into it that there's a hell 
lot more potential to what we can do. So 
we've got a little while until the game is 
done and the team up in Kirkland are hard 
at work working on all the rest of the 
characters, vehicles and weapons that you 
guys all know and love And it's only going 
to look better than this when we ship next 
year When? We can't say it here. The 
marketing folks at the back will throw us 
into the lion's den (laugh). 



^ 1 



14 ■ 4. ■ JULY 2006 



HALO THE COMIC 




INDUSTRY LUMINARIES 
TELLTALES OF THE CHIEF 



©SHOELESS WAYNE SANTOS 



Bungie, ever the lovers of acronyms like 
anyone in the tech industry, prefers to call 
their new baby the HGN, or Halo Graphic 
Novel Announced way back in the stone- 
age like, March this year, this is as the name 
implies, everyone's beloved FPS game. Halo 
and its characters like Master Chief, the 
Covenant and even Sergeant Apo-...Er, 
sorry, Johnson, all done in fancy graphic 
novel form. 



GameAxis at SJ5 will probably never be 
able to afford this baby, since it'll definitely 
ring in at more than that when out at local 
bookstores here And that's really too bad 
as, for fans of the game, and for fans of 
comics in general, there's stuff in here worth 
taking a look at. 

First off, the comic has actually been an 
idea floating around in Bungie's head for 



"That's not to say that all the other 
artists are lightweights, because they 
aren t. 



That, of course, is not strictly true The HGN 
is a comic, and it is graphic, but it falls short 
of the novel classification. What we've 
actually got here is an anthology, a collection 
of short stories about various characters 
and settings in the Halo universe that have 
been illustrated by some of the most 
legendary artists of the comic book industry. 
And the good news is that it's available this 
month! You're looking at 128 pages of full- 
color comic goodness in hardcover format 
so. yeah, you guessed it - it won't be 
cheap. Those of you who can't even afford 



nearly a year and a half. Bungie comic fan- 
girl Lorraine McLee wanted to see her work 
done in her favorite medium, and so she 
got a ball rolling that everyone at Bungie 
got excited about. In a twist from the usual 
way of doing things, Bungie went off and 
started picking the artists they wanted to 
work with well before a publisher came 
along, and it was only when they were 75% 
done anyway that Man/el finally stepped in 
and offered to publish it. Since then, Bungie. 
Marvel and the various artists have been 
quietly plugging away at the project 
collecting art work, finalizing it and of 
course, getting it printed and ready for 
shipping all around the globe. 

If you're a gamer, you'll probably be 
interested in this simply because it's Halo 
and now it's in a new medium which will 
shed a little bit more light on the tantalizing 
world Bungie only ever hints at in the games. 
As with any compelling world, Bungie has 
a bad habit of throwing a lot of stuff out 
there without necessarily explaining it all, 
much in the same way George Lucas never 
really bothered to gloss over the details of 
lightsabers and X-Wing fighters in the Star 
Wars series Here in these stories, gamers 
will get more details about the Mjolnir Mark 
VI battle armor, the Covenant and their fight 
against The Flood and some of the 
consequences of war in New Mombasa, the 
city that was the site of a major Covenant 
landing force in Halo 2 



If you're a comic book fan, then don't 



immediately write it off as just another 
cheap marketing ploy just yet. The Halo 
Graphic Novel may be a comic based on a 
game, but the people behind it are definitely 
names in the industry. Probably the most 
surprising of all is the inclusion of French 
artist Jean Giraud, better known by his 
nickname Moebius. For those who don't 
follow the comic book scene, Moebius is 
one of the most influential artists in comics 
today, and certainly one of the biggest 
names to come out of Europe He made 
the rose to prominence in the 70's with his 
science fiction — and incredibly artful — efforts 
like Arzach and The Airtight Garage. His 
distinctive style, which plays a lot with stripes 
and lines, can be seen in such movies as 
Alien, Tron and more recently, The 5th 
Element. 

That's not to say that all the other artists 
are lightweights. For fans of Japan, noted 
Manga artist Tsutomu Nihei who produced 
the cyberpunk spectacular Blame, has both 
written and drawn a story for the collection. 
This one will be of particular interest to fans 
of the game as Breaking Quarantine, the 
title of the story, is about how Sergeant 
Johnson, Master Chief's bad-ass sidekick 
actually managed to escape off the first 
Halo when Master Chief annihilated it. 

There's also Simon Bisley, famed artist of 
British comics that made a major impact on 
2000 AD, and eventually crossed over to 
America to do work for DC on such titles 
as Lobo and Doom Patrol. To this day, he 
still contributes to Heavy Metal magazine, 
and his contribution to the anthology is in 
collaboration with Lee Hammock to present 
The Last Voyage Of The Infinite Succor, 
when Covenant forces are sent to investigate 
a missing agricultural ship and find a lot 
more than they bargained for. 

These artists and more are in the hardcover. 
So if you're a fan of some of the more 
notable artists at work in the industry today 
or are simply a fan of the Halo games, then 
don't worn/; the series is in good hands 
with these artists, all of whom are first picks 
of Bungie themselves Now you got to ask 
yourself if you're willing to shell out, because 
a hardcover isn't cheap, especially when it's 
in full color ... B 
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ISMET BACHTIAR 



If the nucleus of RTS gaming is Dune 2, then Chris Taylor is its Oppenheimer, ready to unleash a megaton impact on the genre with 
his new pro|ed. Supreme Commander. With a stellar debut at E3 2006, Supreme Commander has. even in its early stage of development, 
brought back a scarcity in the current state of RTS gaming, a genre desperately in need for new innovations to bring it out from its 
comfort zone. With a fantastic depiction of a future war on a massive scale complete with a nuclear stockpile that would make Kim 
Jong III dead |ealous. this game has all the potential to shock and awe a mature generation of RTS gamers, awaiting the next big thing. 

Despite the critical success of his past efforts, specifically with Total Annihilation, its commercial success was dwarfed by established 
game franchises like Command & Conquer Though arguably, the gameplay in Total Annihilation was the most accomplished in terms 
of balance and scale, it was the lack of an in-depth storyline that diminished its clout against others of its ilk. Taking that into account. 
Supreme Commander is a lot more robust in this aesthetic department, with a complex storyline with instant appeal to sci-fi fans. 





Quantum Leap 

The story behind Supreme 
Commander begins with 
the dawn of the Quantum 
Age circa 201 8. Decades 
on, "quantum 
tunnelling", a 
procedure that 
perfected 
instantaneous teleportation between 
distances light years away gave humankind 
the necessary means to make their first giant 
leap to colonizing planets in the known 
galaxy. With the first 1 6 colonies established, 
the next evolutionary breakthrough came 
with the visionary work of Dr. Gustaf 
Brackman, who succeeded in merging the 
science of biology with artificial intelligence, 
in turn creating cybernetic beings whose 
logical capacity allowed them to perform 
exceptionally in the field of science, 
engineering and warfare. 

True to their mankind's meteoric ascent, the 
cycle that precipitates the fall of this golden 
age begins. The initial colonies have 
expanded and with it, the seeds of dissent, 
human corruption, greed and xenophobia 
set in with small scale fighting erupting 



between frontier planets. Then the 
cybernetic beings demanded emancipation 
from their duties to humankind, and with 
Dr. Gustaf Brackman as their patron, staged 
their initial albeit failed revolution, only to 
retreat further into the stars. To make matters 
worse, mankind's first contact with an alien 
civilization on Seraphim II, as led by an 
overzealous and paranoid military 
commander resulted in a planet-wide 
genocide, despite the pleas of a team of 
biologist ascertaining their peaceful 
demeanour. In the end, the inevitable decay 
extends across the galaxy as colonies collapse 
into anarchy, forcing the last of the loyal 
colonial forces to reorganise themselves into 
the UEF (United Earth Federation) in a vain 
attempt to wrestle order back from chaos. 

And so begins the Infinite War, as three 
distinctively different factions vie for 
complete control in the 29th century. There's 
the aforementioned UEF, the last vestige of 
the original colonists, the Cybrans, 
genetically superior slaves aiming to 
overthrow the yoke of human oppression, 
and the Aeon Illuminate, humans who've 
become the spiritual successors of the 
murdered alien civilization, taking a far less 



pacifist route in controlling the fate of 
mankind. The only common thread shared 
between each faction is a Supreme 
Commander for each side, the individual 
responsible in marshalling forces over land, 
air and sea in a planet-wide assault that is 
as yet unrivalled in any RTS game seen thus 
far. 

An Armada Awaits 

Beyond its epic storyline firmly in place, it 
is in gameplay where Supreme Commander 
truly astounds, as witnessed in a 
walkthrough at E3 2006 in which the forces 
of the UEF and the Cybrans were battling 
each other out. Beginning with the view of 
a cluster of UEF bases churning out a steady 
assembly line of infantry units and tanks 
reaching critical mass, the camera then 
zooms out to reveal forces on standby, in 
its immediate vicinity, a sprawling armada 
awaiting the impending battle ahead. With 
a flick of the scroll wheel, the view stretches 
as far out as the eye can see, finally settling 
into a tactical view of the overall map, with 
different icons representing each individual 
unit moving steadily across the landscape. 

Several point of conflict emerges on the 
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constructs that fit in with the 29th century 
epoch. Air transports ferry a horde of infantry 
units and tanks in compartments along its 
side before dropping them deep into enemy 
territory, a common sight in sci-fi movies 
and by no means any less impressive when 
seen in action. But a submarine aircraft 
carrier? Or how about an artillery mount 
capable of bombarding enemies from one 



role in your war effort by managing the 
repairing, and construction of outstanding 
building projects without your supervision, 
so you can instead concentrate firmly on 
the battlefront. 



Multiplier Effect 

Gas Powered Games has since announced 
that Supreme Commander will support 



map, and a zoom into one of them reveals 
the perpetrators; two mammoth Cybran 
spider-tanks, a hulking metal monstrosity 
on legs instead of threads, stomping on 
hapless tanks as (hey would, a common 
roach. On top of its massive chassis, sits a 
gigantic cannon, spitting fire onto oncoming 
UEF tanks, cutting through them like hot 
knife through butter. For a while, it seems 
like the Cybrans advance would prove 
unstoppable with such fantastic military 
technology in their hands, but not until the 
UEF forces initiates a nuclear launch upon 
this particular battlefront, as the camera 
tracks the missile launch from the UEF bases, 
right up to its point of impact. A searing 
white flashpoint, an emanating Shockwave 
seconds later, reveals the sum damage as 
one Cybran spider-tank is crushed by the 
nuclear onslaught. The others still defiantly 
ambling its way to its ob|ective. 



end of the map to the other? And don't 
get us started again on the Cybran spider- 
tank. Each faction in Supreme Commander 
has their own establishing feature, be it the 
more conventional, approach of the UEF, 
the legged variations of the Cybrans, or the 
hovering alien technology of the Aeon 
Illuminate, complete with their own version 
of a super-vehicle or armament. 



"Unfortunately, gamers won't see 
Supreme Commander on their PC 
till late into 2007." 



multiplayer, which of course is a given, 
considering the extended replay value of 
Total Annihilation, which to date, has 
maintained a loyal fan following. Surpnsingly 
though, is the announcement of co- 
operative play in the campaign missions, 
which could very well be an interesting 
feature for this particular game considering 
its massive scope Besides which, the game 
will also offer dual monitor support, allowing 
the player to keep track of the tactical 
overview whilst having the others displaying 
all the blistering battle action. 



If there is anything to be said about Chris 
Taylor's vision of a future war, it is equal 
part game design ingenuity and 
megalomania The scale of the game in 
Supreme Commander is all-environment, 
and the walkthrough proudly showed 
snippets of land, air and naval battles with 





Resource management is kept simple with 
only two basic components, that being mass 
and energy, to allow your bases to continue 
churning out reinforcements in the queue 
You can also augment your bases by building 
them adjacent to each other, but typically, 
a sprawling HQ is a perfect target for a 
nuclear launch once discovered. This is why 
fortifications are an equally necessary 
component, with static defences ready and 
prepared to shoot down scout planes and 
the like whilst retaining secondary bases 
throughout the map, to throw your enemies 
off your trail. 

As explained in the walkthrough, you can 
also employ "Base Commanders" midway 
in the game, who will in turn play a vital 



But let it be said that though Supreme 
Commander fulfils our yearn for sci-fi 
theatrics, it is firmly grounded in some 
exciting RTS innovations, with a particular 
focus on the "strategy" aspect of the genre 
instead of the ceaseless micro-management 
of units. The first and most important, is 
the "super-zoom" feature, the ability for 
any player to assume the tactical function 
required of a commander and oversee the 
action from all points and to assume 
command whenever necessary. And perhaps 
one of our favourite features in the game 
is the ability to co-ordinate your war 
machines with little need for constant 
shepherding For example, if you're 
attempting to breach a battlefront in a co- 
ordinated assault with units located from 
various points, you can do so by selecting 
these different forces and have them arrive 
at your selected waypoint simultaneously. 



Supreme Commander still has a long way 
to go before completion, which is tentatively 
scheduled for a release late into 2007. But 
the fan anticipation is already brewing and 
for good reason, because after all, the last 
great sci-fi based RTS game would arguably 
be Blizzard's Starcraft, and despite its near- 
retro status, was paramount to redefining 
the genre. And let's not forget Relic's more 
recent Warhammer 40K inspired Dawn of 
War, and its subsequent expansions. Even 
though it's a polished contribution to the 
genre and to tabletop gaming fans, it is by 
no means a breakthrough in changing the 
mechanics of the RTS genre 



That's why we've got high hopes pinned 
on Supreme Commander. In the relative 
history of RTS games, never has one been 
ambitious in its scope with the sheer number 
of fantastic military units in play. Neither 
has the element of tactical overviews been 
so naturally adaptive to the gamer, with 
only the flick of the scroll-wheel or a glance 
into an auxiliary monitor (if you're lucky 
enough to have one) to keep close track of 
your forces. In the hands of a lesser 
developer, we'd probably be a lot less willing 
to believe that all the necessary Al tweaks 
and gameplay controls to manage an RTS 
game of this magnitude is possible. But 
what we've seen thus far, is proof that Chris 
Taylor is on the right track to building his 
super-weapon, an RTS game that when 
unleashed, could easily be one that will 
blow the competition away. B 
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"Mikoishi has been 
kicking around since 
2001 and in five years 
has managed to claw 
itself into a position 
where it's making 
quality titles..." 
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PUTS SINGAPORE 
ON THE GAMING MAP 





Alex 

One of the brains behind the operation 



SHOELESS WAYNE SANTOS 



Continue 
New Game 
Sound On 



MM 



Wright! 

Good 10b in there! 



LOCAL BOYS DO GOOD 

Now here's a pleasant surprise 

Recently. Singapore has realized what 
everyone else has known for the last 1 5 
years; games make tons and tons of money 
Unfortunately, the usual response to corning 
to the party incredibly late, is to announce 
a press conference, state that you're going 
to give a ton of money to people who don't 
know what they're doing but make GREAT 
business plans and Powerpoint 
presentations, and then watch with ignorant 
pride as they flounder and sguander all of 
that investment capital. 

It is because of such incredibly ignorant 
claims that I usually roll my eyes and wait 
for the inevitable tide of Going Nowhere 
East when local companies announce they 
want to make an MMORPG as good as 
EverQuest but at 0 1 S% the cost, or want 
to make games for the consoles that don't 
cost millions of dollars because they'll use 
local talent, and only to realize that asking 



your nephew who kind of likes to use Maya 
is NOT going to give you Square-Enix level 
CGI at 10% of the cost And over the last 
few years, that's exactly what I've gotten, 
lots of great press and announcements with 
little knowledge or passion for the games 
mdustiy to back up the ridiculous claims 
they make 

But now I'm going to shut up because here's 
Mikoishi, and they've gone and done it 
They've gone and said "We re going to 
make good games", and they kept their 
promise The best part is, I don't even have 
to use the qualifier "For a local company", 
because these guys have built up enough 
quality works that they have even won two 
award from IGN itself, which pretty much 
means they are now Made, they are Legit, 
and they are as tar as the games industry is 
concerned. In Like Flynn At E3 2006, this 
local developer nabbed the Best Strategy 
Game on Mobile award for their port of the 
DS hit Phoenix Wright Ace Attorney, and 



the Most Innovative Design award for their 
mobile port of Super Puzzle Fighter 
They are, I am happy to report, a REAL game 
developer Here 1 In Singapore 1 Holy Unlikely 
Events, Batman! 

Mikoishi has been kicking around since 
2001 and in five years has managed to claw 
itself into a position where it's making quality 
titles for mobile phones for South East Asia, 
America and soon Europe Having already 
set up a relationship with Cape om via Pu/zle 
Fighter and Phoenix Wright, they're currently 
cranking out a mobile version of the 
upcoming Xbox 360 exclusive title Lost 
Planet Except that this game is a prequel 
and Mikoishi worked in coopeiation with 
Capcom Japan to write the story which will 
be considered canon for Lost Planet's plot 

I sat down with two of their producers. 
Mansoor Anwar and Luke Cunico to talk 
about what Mikoishi is doing and what they 
plan to do in the future. 
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The gamer with networking skills 



^ Mansoor 

Producer and Unreal Refugee 



GAX: Okay, not being too savvy on the 
technology behind games on phones, 
do you guys have any problems creating 
games across various models? Kind of 
like the card incompatibility headaches 
PC game developers have? 

Luke: Definitely. That's part and parcel of 
the mobile industry here. 

Mansoor: Phone families are not broken 
down. There's a disbanded industry here. 
What we're doing is we got to create a 
game that's similar to creating a game that 
will work on an Atari 2600 all the way up 
to the Xbox 360 That's the gap in the 
differences between the lowest end phone 
and the highest end phone. And that never 
changes, it just gets larger 

Luke: So the trick is in managing an industry 
standard that does not exist. 

[Both of them laugh] 

Luke: Yeah, so that's the problem that we 
have, every phone starts having its own 
personality So we start tweaking each and 
every phone, trying to understand what 
they're trying to tell you. 

GAX: Just like graphics cards on PC. 

Mansoor: Times 200 



GAX: And what about this IGN award 
thing? I mean come on, this is IGN, and 
it's huge! 

Luke: To be honest, what we're doing hasn't 
hit me yet 

Mansoor: It actually hasn't hit anyone here 
yet. Until I went to E3, you get to see the 
blah-blahs there and then after that, the E3 
awards came out and then we've got awards 
for "runner up, best puzzle game" and 
"most innovative game". 

Luke: And now we're in IGN all the time. 
It's gotten to the point where we're like, 
"Oh Cool Let's go for lunch." 

Mansoor: I don't know, I mean the people 
here. . of course we're proud of what we're 
doing here but... 

Luke: We just don't have time to... I don't 
know what it is. . it's not that we're humble 
or anything, it's just that... "Okay we're 
doing Phoenix Wright now. Cool. Okay, 
we're doing the DS now, good". 

GAX: So what about that, this whole 
Nintendo DS thing as your next big 
project? 

Mansoor: Obviously our expectations for 
the DS, the development process and cycles, 
are a level up from the mobile phone 



platform, but it's not that far off. When you 
go do something for the PSP, you'd obviously 
expect 3D graphics On mobile phone 
games, you don't have the graphics and 
you don't have any fanciful stuff. It's all 
about the gameplay, and we know what a 
good gameplay is. It's the same with the 
DS It's not necessarily about the graphics 
or spectacular this or that, but it's about the 
gameplay and that's something I'm confident 
we can pull off. 

Luke: There's a lot of internal 
conceptualization The company is of one 
mind, and everyone throws out ideas. Some 
can say "This is what we can do, with the 
dual screen", and there are also talks with 
the right people to start up development 
on the Ninentdo DS It is aggressive, but I 
wouldn't say it's something where we're 
resting on our laurels and hoping people 
hear we want to work on the DS We 
actually have people working on that 

Mansoor: We're doing groundwork, we're 
doing R&D, everyone here loves the DS, 
plays the hell out of it, and in general it's 
not just some sort of management decision, 
everyone really wants to do it. 

GAX: Okay, so how did you two do it? 
What advice would you give for people 
who want to get into game 
development? 



Luke: I think first of all you've got to make 
yourself very visible. What I did was make 
myself very visible in the gaming circuits. I 
played a lot of games, got to know a lot of 
the managers, general managers and people 
who actually work in these gaming 
companies And that's how I became a part 
of it, and that's how I met Mansoor, Mansoor 
was a competitive gamer as well, played a 
lot of Unreal Tournament and I was from 
Eidos during that point. It's kind of 
like okay, you're a product, and you've 
got to market yourself, meet the right 
people, and get into it If you look in the 
newspapers, they don't know who you are. 
But if you're a name, if you have a nick, like 
"Luke sexy g-string" or whatever, right' 
Then people start to recognize who you 
are, and you got to stick with it. That 
definitely gets you noticed 

Mansoor: I reckon if you have the passion 
it's not going to be that hard If you have 
the passion, you have to pursue it. It has to 
be something that you like because it's not 
an easy industry to survive in We made it 
look easy because we really love what we 
do, BUT, it is not easy compared to doing 
other stuff. It's not your usual 9-to-5 job, 
and if you don't like it. you shouldn't be in 
this business. 

GAX: Thanks for your time guys, and 
we look forward to hearing more about 
your projects. f> 
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You Promised Me 

The commitment (or lack thereof) to the backwards compatibility of the Xbox 360 



With the result now clearly presented, Peter Moore should be ashamed and lower his head each 
time someone inserts his favourite Xbox game in a 360 and finds it not capable of running. The 
backwards compatibility by software has a price, and we are paying it. 




Nacho Ortiz is the Editor-in-Chief of the electronic magazine MeriStation.com, Editor and columnist for EDGE Spain, and 
contributor of general media such as "El Pais" or "Blue Joven". 



J he feeling of the deep-rooted 
commitment that we show 
towards some old games, 
important to our growing process as gamers, 
is something very important and unique to 
each individual. Because of this, old-fashioned 
things are valued highly on eBay, while the 
"modding scene" cranks out emulators of 
systems such as the Genesis or SNES for 
newer systems - the PSP being one such 
example. 

Many won't have any problem in keeping 
every original system; there are even those 
who can't think about playing the games in 
some other place that isn't the real deal. But, 
having nine or ten classic systems in operation 
is untidy and could very well mean many 
space consuming rows at home. Also, the 
fetishism doesn't appear from a generation 
to the next, it needs years of incremental 
growth and I dare say that there won't be 
many people who will agree to have in the 
living-room with an Xbox next to a 360, 
even if later this year, the Wii will make the 
duo fashionable. 

SONY -not to mention the Nintendo 
GameBoy - realized the importance of the 
backward-compatibility from a generation 
to the next one. Kutaragi had it the easy 
way by putting the chipset of the PSOne 
inside a PS2 and achieved nearly the 100% 
of the original catalogue emulated in an 
identical way. It's an expensive but effective 
choice, but Microsoft didn't follow it. 
Breaking away from NVIDIA to go with their 
direct rival, ATI's R500 for the 360's chipset 
prevented them from transplanting the heart 
of the Xbox into its successor. Hence the 
harder route to take; developing software 
emulators, when they had once paid NVIDIA 
for the rights of their technology. 

This obviously opens up a list of difficulties. 



Any traditional users of emulators know the 
slow process that follows before a system is 
emulated in a proper way, especially with an 
altogether foreign system. But bearing in 
mind the amazing announcement by 
Microsoft made in last year's E3, with all of 




Microsoft. And, although there are more 
than 200+ games from the potential 
catalogue of 800 that Xbox had that can 
run on the 360, the experience is not free 
of bugs as texture errors, loss of frames, 
problems with the videos and the sound, 
and so on, make the experience disdainful. 

And adding insult to injury are the notable 
absences in the list of backward-compatible 
games: Panzer Dragoon Orta, OTOGI, Deus 
EX, Oddworld: Stranger, Psychonauts, 
Conker, Project Gotham Racing and DOA 
Ultimate, are but a few choice examples of 



"They promised it. 
It is a commitment. 



of our favorite games with the hope of seeing 
them up and running as soon as possible. 
But this is not the way to do things. How 
long will I have to wait to play Panzer 
Dragoon Orta on the 360? Should I spam 
them with pleas, as seen in the American 
forums, while I slowly, but surely start to lose 
hope? It's a shame that the backward- 
compatibility has been focused this way, 
which seems more like a trial than a quality 
service from the Day 1 . 



the publicity given to this function of their 
new system, and all of the resorts destined 
to this point, the result is needless to say, 
truly disappointing. 

The 360 includes m its harddrive, software 
that streams constant updates via Xbox Live 
to increase the list of playable Xbox games 
on 360, but it's a tedious route according to 



titles that I've yet to experience in high-def, 
and maybe because they are not as great a 
game like say. Barbie Horse Adventure for 
example. Where's the priority? 

Last month there was a fourth updating of 
the system that included just 20 more games, 
many of them, deplorable. Yes, you can 
correspond via email to 
backcomp@microsoft.com, where you can 
write anguished pleas and death threats to 
the company, helping them prioritize some 



Quite rightly, Microsoft received hard 
criticisms over this topic. Users are really 

angry with being jerked around 
on backward-compatibility, even 
more so after the careless 
statements by Peter Moore - 
skilfully expressed when he said 
that "no one cares" about this 
topic. I disagree sir. They promised it. It is a 
commitment, even if they now say that they 
never spoke of a total backward-compatibility. 

But in spite of the flaks they're receiving, it 
seems that the idea of emulation by software 
is not wrong. Sony decided to follow this 
path to cheapen costs in PS3, and it will use 
an emulation process based on the libraries 
of the PlayStation HUD, which is being 
developed in London and not without its 
difficulties. But, after witnessing how it all 
nearly went wrong in Redmond, using the 
PS2 hardware is a resource that is still only 
being contemplated - as insiders from Tokyo 
have informed me - especially if the results 
are not satisfactory. One way or another, I 
hope that being able to evoke that unique 
sensory experience with videogames of the 
past generations, many of which I've shared 
great moments with, won't be left as a fetish 
for preserving original systems. B 
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Now you don't need wires for top speeds... 
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For the first time, you can enjoy wireless connectivity at the speed of wired 
alternatives. NETGEAR's RangeMax'" 240 Wireless Router (WPNT834) delivers 
up to 240 Mbps* enabling you to connect smoothly and rapidly. RangeMax'" 
240 also comes with 'Gen 3' MIMO (Multi-Input, Multi-Output) technology 
which maintains your network connection automatically to produce more 
consistent, stronger and most far-reaching coverage. 





Secure and easy to use, NETGEAR's exclusive Touchless WiFi Security gives you 
unsurpassed security and our SmartWizard™ automatically configures your 
router for optimal performance. 

Unbelievable speed. Unbelievable coverage. Simply Unbelievable. 

Learn more at: www.netgear.com.sg 

Toll Free 24/7 Technical Support: 

800 1 301 252 (Singapore) or 1800 807 422 (Malaysia) 



RangeMax™ 240 Wireless Router 
Model WPNT834 



Up to 240 Mbps* - stream mp3s and HD video; 
play online games; network; Internet 
telephony; surf the web at break away speeds. 

Advanced Gen 3 MIMO Technology. 

1 00% compatible with existing 802.1 1 b/g 
devices and increases their performance by 
up to 50%. 

Touchless WiFi Security makes securing your 
network simple. 

Ultra Secure with Double Firewall, WEP 
Encryption, and WPA2 Security. 

NETGEAR's SmartWizard" for easy installation. 

Automatic notification of product updates. 



* Actual performance may vary due to operating environment. 240 Mbps speed 
requires the use of RangeMax 240* wireless adapters. 



C2006 NETGEAR. Inc NETGEAR and 'Everybody's connecting." are registered trademarks of NETGEAR. I 
All rights reserved. Other brands and products are trademarks of their respective holders Specifkatioi 
subject to change without notice. 

Singapore distributors: Ban Leong Technologies Ltd & SiS Technologies Pte Ltd 
Malaysia distributors: Ban Leong Technologies Sdn Bhd & Techdata Systems Sdn Bhd 



NETGEAR £§J 

Everybody's connecting.* 




PICTUREPERFECT 




Even Power 98 DJs deserve some ball-loving fun. 



The 3 Amigos. 

From left, Sharan, Razi and Guramrit Singh 



Where Champions 
Are Born 

In an idyllic corner of Bukit Timah, against a backdrop of 
lush greenery in suburban Singapore, a lone building stands 
tall. With its beige facade, Bukit Timah Community Club 
stands out defiantly, playing host to Singapore's first ever 
Electronic Sports World Cup (ESWC) National Finals 

The stakes were high. In addition to the prize money, Intel 
had proudly sponsored processors and motherboards, but 
what gamers really sought was the honor of representing 
Singapore at the 4th ESWC Grand Finals, to be held in 
France from the 29th of June to the 2nd of July 2006. And 
at the end of it all, the honorable Mrs Yu-F Yee Shn, Minister 
of State for Ministry of Community Development and Youth 
and Sports, along with Mr. Patrick Liew, Intel Singapore 
Country Manager, presided over the prize giving ceremony 
as proud winners were crowned champions. 



Singapore's class of ESWC 2006. 





Some token of appreciations. 



Roll of Honour! 





IstTitaNs 


1st Paul Y,)n 






2nd RageFaction 


2nd RageFaction Ladies 


2nd gosubay dive 


2nd 3nhu! 


2nd Seng Bing Da 


2nd DsD Lanlab Gaming 




3rdecR Seductions 


3rd mVp)TChDdi- 


3rd S3XY 


3rd Chong Chan Hunq 


3rd Wrath 



PANGYA LAUNCH ymW/, 



Tee Off to a 
Colourful New World 

Asiasoft - the same guys that brought you the Gunbound 
and Maple Story craze - launched their latest weapon onto 
the gaming scene on Saturday. Going by the name of 
Pangya, the game espouses the same 'cutesy' notions that 
Asiasoft's games have become popular for. Pangya, however, 
stands out for being a golf game. Yes, a golf game. Although 
the game has been available for download since earlier this 
year, the weekend event signified its official launch in 
Singapore. Held at the newly opened PCBunk at the 
atrium@orchard, the event was as colorful as the game 
itself and attracted about 200 players as they teed off for 
a chance at winning some goodies courtesy of Asiasoft. 
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T | his month's batch of reviews 
! I is kind of a first for GameAxis 
and I only just noticed it when 
going over the lineup of games. It seems 

lit-o fnr the fir^t limo in tho hictnru r\f r\i ir 



have formally looked at games as uncool 
or too pedestrian, still like being able to 
have a sleek, sexy looking alternative to 
their iPod that lets them watch movies 
in widescreen. But the hardcore gamers 
also come back to the system for 
franchise favorites like Grand Theft Auto 
and this month's Monster Hunter 
Freedom 

Portable gaming is becoming more viable 
as a way to produce cheap and fast 
games with an emphasis on game play, 
rather than a monstrous team of CG 
modelers and animators working with 
motion capture technology to produce 
stellar cut scenes. It's also a way for 
gamers to get back into simpler, shorter 
expenences - like the kind they grew up 
with. Heck, our main feature this month 
is with a mobile gaming developer right 
here in Singapore and if a place as 
terminally behind the curve as Singapore 
has finally woken up to the possibilities 
of the portable scene, you know this is 
going to be a big thing 

But enough with the opining, for there's 
a bunch of incredibly biased and smart 
alecky commentary in the following 
pages. And be sure to check out the PC 
Tavern because, with the exception of 
X-Men: The Official Games, we've got a 
pretty good batch of games there. Ei 



is dominated by the portable systems, 
weighing heavily in favor of the DS which 
now has its Uber Pretentioius iDS Lite 
Look. To be fair, I personally think the 
DS Lite is a valuable addition and in and 
out of itself is very cool. But this stylish, 
hip, "Hey, beautiful people can play 
games too" approach is . .well, repulsive. 
To me at least 



But like our Consoles Keep section, it 
too is a sign of the times. Just imagine 
that; 3 DS titles and a PSP title for a total 
of four games in a section normally 
devoted to the ubiquitous PS2 and/or 
Xbox Console. It's definitely an indicator 
that the portable market in general — 
and Nintendo's little touch sensitive 
wonder box in particular — are making 
the kind of waves with the general 
population that consoles and PCs once 
dreamed of. The DS is reaching out to 
the casual, and even more importantly, 
the non-gamers. While the hardcores 
are drawn to it for the innovative games 
it offer, the uninitiated are drawn to it 
for the intuitive interface and "non- 
game" games like Nintendogs. On the 
PSP side, the techno-fetishists who might 
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Start by creating your 
Habbo. With millions 
of combinations of 
hair, faces, clothes 
hairstyles and shoes, 
you're all set to be 
the next Habbo 
fashionista. Best 
of all, becoming a 
Habbo is free! 
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All friendships start with a simple Hello'! 
Sunbathe at the Lido and meet great people! 





Build Your 
Room! 



6 



Once you're togged out, 
try your hand at interior design. 
Move heavy sofas and dining tables with 
a delicate swish of your mouse. Create 
as many guest rooms as you like and 
furnish them just the way you like! 




habbohotel.com.sg 
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"Hi, I'm Or. Breen. This next lecture is only 16 
hours." 



A Promising Start 

Q I here we are The day has finally 
3UI arrived when all that theoretical 
■^^J talk about episodic content is no 
longer theory and is actual reality. We've 
already had Sin Episodes and now we've 
got probably the most eagerly awaited FPS 
sequel in years, Half-Life 2: Episode 1 . 

For PC gamers, especially of the FPS variety, 
I don't really have to say much at this point 
as the last few years have really been about 
only two titles, Doom 3, and Half-Life 2, 
and while I have to admire Doom 3 for its 
technical wizardry, I have to say that HL2 
was my favorite PC FPS for the simple fact 
that it had an engaging story with likeable 
characters, a big mystery that continues to 
be explored in this new episode, and a 
variety of activities and landscapes for you 
to explore rather than just 1) Dank, dark 
corridors and 2) Hell. As you might expect 
from a Half-Life title, Ep 1 provides more 
than that but, because of its episodic nature, 
less than of it than what you're used to. 



the existing — and still mighty serviceable — 
Source engine and just start cranking out 
the new storyline. 

Of course, the big difference is this is now 
episodic, meaning that for a SUS19.95 
download off Steam, you're getting 
significantly less playtime — or bang for buck 
to some — than you would from a full on 
game. Considering that is episode one of 
a planned three part series, that means that 
the game will cost you, in total, US$59.85. 
The first episode claims to provide between 
4-6 hours of game play and my sit down 
with it confirms that figure; I started with 
it before lunch and finished it well before 
6 pm. But let me tell you, it's one hell of a 
session. 

The Lady's Still Got It 

The graphics have NOT been improved 
drastically, though it's not entirely necessary 
at this point since it's a direct continuation 
of HL2 - mere seconds from where it 
concluded. It's still got an insane level of 
detail to the streets, bloom and HDR lighting 
are still in full effect and what was a 
mindblowing graphical experience in 2004 
has now become somewhat less impressive 
technologically (especially for people playing 
Oblivion right now) but is still a jaw dropping 
experience from the artwork department 
where you can see graffiti and street art 




Welcome To Half-Life 3 

Yeah, you read that right, 
if you've played Ep 1 , 
you're playing HL3. Valve 
has actually gone on 
record in interviews 
saying as much. Their 
rationale is that HL1 took 
2 years to produce, HL2 
took 6, and if this tripling 
effect continues, it'll take 
18 years to make HL3. 
Since that's not viable 
from a marketing 
perspective, the next best 
thing was to simply use 




voice their parts too. So Dr. Kleiner, Dr. Breen 
and Mossman all sound the way you 
remember, and because some of these 
characters are voiced by the likes of Robert 
Guillaume and Michele Forbes, the quality 
is definitely there. 

The Thinking Man's FPS 

One of the things I like about Half-Life (And 
Halo, for that matter) is that they assume 
the player has a brain. In my personal ranking 
of engaging stories for the FPS genre, the 
HL series is #1. with Halo being #2 for the 
simple reason that these stones are more 
indepth and tend to make more sense — 



"In my personal ranking of engaging stories 
for the FPS genre, the Half-Life series is #1" 



that really conveys a sense of discontent in 
a totalitarian society. Throw in the looming 
presence of the Citadel, now clearly in 
danger of some kind of meta-dimensional 
implosion and it's like you're back home 
again, only gone all horribly, horribly wrong 
in that good looking way. 

Sound is once again an interesting exercise 
in Ep 1 The voice acting is some of the best 
in the PC industry, with only Dreamfall 
exceeding it. Alyx is a more constant 
companion this time out, and you really 
start to feel like comrades after hearing her 
voice crack as she talks to her dad, struggling 
to contain a moan as she tells terrible jokes, 
and even just feeling sorry for her when 
you realize she's human too and can't just 
shake off every shocking thing you that 
have witnessed and act as if nothing 
happened. All the players have returned to 



what little of the story is revealed, anyway. 
Half-Life 2: Episode 1 lacks the scale, 
ambition and sheer newness of Half-Life 2. 
but it carries the story forward intelligently, 
with wonderful performances, and some 
solid use of Alyx as a friend and comrade, 
and the gravity gun. People who loved HL2 
will like this a LOT, though perhaps not love 
it as much as HL2 since it offers considerably 
less. The episodic nature of the game will 
make some people hesitate, but then look 
let's look at it this way; you'd spend about 
as much on this game as you would on two 
movies (including food and transport) and 
chances are this provides a better 
entertainment value. On top of that, you 
don't need Half-Life 2 to play this, and it 
comes with Half-Life 2 Deathmatch and 
Half-Life Deathmatch Source too. I personally 
can't wait to see how it develops in Ep 2 

t! SHOELESS WAYNE SANTOS 
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Rise of Nations: 
Rise of Legends 
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Balanced Game, Original Setting 

f± | ne of the nice things about Rise 
\J I Of Nations: Rise Of Legends is that 
"^■■■1 it feels new. Not the gameplay 
itself, mind you, which is a good, solid 
foundation of a lot of traditional RTS 
conventions, but the world you play in it. 
Thanks to the history of RTS games, settings 
for this genre usually fall into three main 
categories; Historical (Usually, but not limited 
to WWW), Tolkien-esque fantasy, and Science 
Fiction as evinced by efforts like the original 
Rise Of Nations, Battle For Middle Earth and 
Warcraft, and Warhammer 40K and 
Starcraft. What ROL brings to the table is 
something a little different, as has been 
written about before in other previews, but 
fortunately this originality is complemented 
by some solid gameplay. 

Intricate Like A Clock 

ROL is one of the prettier RTS games out 
there at the moment and that's a 
combination of the fact it's new, it's pretty 
resource intensive — at least at higher 
settings — and it has an original art design, 
which is really M of why it looks so damn 
gorgeous. This is stuff you've just never seen 
before. No goblm or alien hordes here. The 
Vinos and their entire clockwork society, 
which looks incredibly detailed when you 
look at the stuff, full of moving parts and 
little animations that make it more authentic. 
Similarly, the Alim like to use a lot of glasses 
and there's just something poetically 
impressive about the floating cities they 
have, and the Cuotl culture and weaponry 
looks almost like a cross between the Aztec 
and Protoss, with a lot of traditional South 
American stonework laced with colored 
glowing lights. 



he environment also looks detailed, with 




major landscapes being valleys, prosaic 
European forests with autumnal leaves and 
tropical jungle. Each one of the units in the 
game has a very distinct look that has the 
happy side-effect of also making it easy to 
pick them out in a fight and understand 
what their function is; if something looks 
like a big cannon, it IS a big cannon, if 
something looks like a mechanized jaguar, 
you can bet it's happiest wading into the 
middle of troops 
and swatting them. 
Even the cutscenes 
enjoy a dedicated 
amount of effort, 
with some well- 
directed scenes to 
carry the story 
forward and even 
make you 
sympathize a bit 
with young 
Giacomo as he rises 
to the challenge of 
living up to his dead 
brother's 
reputation. 

The sound side is 

ably done with some evocative music and 
a good range of sound effects, but there's 
no standout music or sound in the same 
league as Battle for Middle Earth, with its 
huge soaring score and clashing of sword 
and steel. So while the sound effects here 
are good, they're not great. Voice acting 
however is of much better quality than it 
needed to be, with some solid, emotive 
performances and lines that don't come off 
as too arch or exaggerated. 

Old School Game Play With Solid Tweaks 

The first thing you realize once you sit down 





and start messing around with this game, 
is that it all feels very familiar. There's still 
resource harvesting and management, 
there's still the creation of various buildings 
that provide a variety of services, from 
manufacturing ground troops to heavy 
artillery or researching technologies for 
making yourself more efficient and 
dangerous 

Of course, this being an RTS, the other big 
question is multi-player The single-player 
component more or less sticks you with the 
Vmcis and then carries you across a big 
map. Risk-style, giving you some choices 
about where and when to attack. Multi- 
player gives you the usual LAN and Online 
options, but it's when you go online that 
you see how much thought Big Huge Games 
put into their system. Or perhaps, more 
accurately, you see how much they realized 
what Microsoft is doing with Vista and Xbox 
Live works pretty well and so created a 
similar system for navigating the lobbies 
looking for gamers to go up against Aside 
from the pleasant surprise to the interface, 
matches range from one on one to three 
on three as well as custom feature that lets 
you select the your map. teamstyle and 
other factors. This one is easy to 
recommend, there are no killer RTS titles 
out there right just now, but this one is a 
very good addition to your collection until 
they arrive. E! shoeless wayne santos 



"This is stuff you've 
just never seen 
before. No goblin or 
alien hordes here. " 





Time for your obscure Da Vinci reference, 
we present to you, a movie related to Rise 
01 Legends in only the vaguest of terms, 
Hudson Hawk. Sure the Da Vinci Code is 
out now and getting trashed by reviewers 
left, right and center, but only in Hudson 
Hawk do you see Bruce Willis fly in a Vinci 
glider! COOLNESS! 



Co| 




X-Men: The Official Game 
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A Prequel To X-Men: The Last Stand 

yy | mongst the veteran gamers there 
^\ I have, over the years, been an 
•^^^J unwritten rule established about 
a certain genre of game. That genre, if it 
can even be called that, is the inevitable 
product licensing bonanza that follows the 
release of a big movie, especially a 
commercially successful popcorn film (which 
is why you WILL see a Da Vinci Code game, 
but WONT see a Brokeback Mountain 



The game proper looks pretty good, though 
in the wake of games like Oblivion, the 
environments and characters don't carry 
that cutting edge feel. You can't really 
complain about the actual art design since 
it's solidly done, and the animations work 
well. The sound, as to be expected, is a 
strong point, with a lot of the actual film 
cast providing voice work, and an 
orchestrated score to carry the mood from 



'There have been good X-Men games done 
before, like the X-Men Legends, but X-Men: 
The Official Game is nowhere near in the 
same league." 



game). Whenever a publisher, usually 
Electronic Arts, THQ or Activision decides 
to cash in on such a box office hit, the end 
result is normally quite pitiful. 

X-Men: The Official Game is not going to 
be bucking that trend, kids. 

X-Graphics & Sound 

Visuals are a mixed bag in this game. The 
cutscenes are incredibly weak due to the 
use of comic book style painted illustrations 
that vary between some slight movement, 
and just outright stills. Which give it the 
same visual comic book treatment seen in 
recent games like Th3 Plan, and the Silent 
Hill Experience for the PSP It's vaguely 
unsettling because it's obvious that 
whenever possible, they used photos of the 
actors from the film and dropped their heads 
onto the bodies they'd drawn for a 
somewhat disturbing Uncanny Valley effect. 



the film to the game. However, both the 
graphics and the sound have that tacked 
on feel that made it pretty obvious Beenox 
was just cashing in on money Activision 
gave them. The story while vaguely 
interesting, suffers from the cheap 
presentation in the cutscenes, and the music 
while big and loud is pretty forgettable. It's 
nice that they got some of the actors like 
Patrick Stewart to do some voice works. 
But all of it is ultimately wasted when you 
get into the game itself, which barely cares 
about the story, let alone actually giving 
players something to chew on. 

X-Men is a one-player game, and there's 
nothing you can do about that. It's also 
made to be played on a console, as evinced 
by the many, MANY console versions, so 
I'd recommend either playing with a game- 
pad, or simply, if you HAVE to play this 
game, getting a console version. The three 



controllable characters are actually vehicles 
for three different types of games. Taking 
on the Wolverine scenarios is a brawler 
game reminiscent of Final Fight or, more 
recently, The Warriors. Playing with 
Nightcrawler gives more acrobatic, Prince 
of Persia style play, but with teleportation 
and is probably the most fun aspect of the 
game. Choosing Iceman gives you a shooter 
in that you basically just steer around with 
the ice slide and shoot with ice beams or 
ice bolts at enemies that fly around. 

The game itself is structured across a 
primitive path system in that it gives you 
the illusion that you can pick certain routes 
and missions. But ultimately, you'll have to 
do them all in order to finish the game. 
Completing levels allow you to level up 
abilities, and there are hidden items to find 
to unlock extras like the new Danger Room 
scenarios All these extras however, can't 
hide the fact that there is a repetitive and 
almost mindlessly simple game at work here, 
where the only challenge comes from time 
limits or simply increasing the amount of 
damage enemies dish out when they hit 
you. In every sense of the word, this game 
is a fast, cheap spin-off that was hurriedly 
spit out to capitalize on the movie. 

The Final Word 

T The solo play, repetitive mechanics, lack 
of polish and cheap, obvious attempt to 
ride off the back of the movie make it clear 
that this not a game, but a movie 
merchandise. I can recommend this to only 
two kinds of people, the X-Men fanatic that 
has to own every single X-Related item 
regardless of quality, and people who are 
looking for a so-so gift that a gamer may 
appreciate somewhat A serious gamer is 
not going to buy this game, but hey, who 
says no to a free game as a gift? 

B SHOELESS WAYNE SANTOS 
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2006 FIFA 
World Cup Germany 



|" k lertronic Arts are one of those 
C I many companies fighting to milk 
"^■■1 the cow. albeit in a manner that 
isn't exactly all that creative. With every 
European Championship and World Cup, 
we've seen a World Cup edition of their 
popular FIFA football game to date. This 
year is no different in terms of EA 
maintaining that prolificacy. What is different 
however is that instead of the shallow 
rehashed games that we've seen in the past, 
2006 FIFA World Cup is actually a notable 
improvement on their previous efforts. 

Strength in Depth 

2006 FIFA World Cup comes across as more 
than just an afterthought this time round 
and there is enough depth here to warrant 
this stand-alone title. For one thing, there 
are more than just the paltry 32 qualifying 
teams at your disposal. More than a hundred 
teams are available at your fingertips. That's 
a notch up from the previous title already 
There is also a Global Challenge that brings 
you back to classic World Cup moments 
and offers you the chance to re-write history. 
Plus you also get the opportunity to draft 
some classic players into your current squad 
(though the number of available classic 
players is disappointingly small) But more 
importantly, how does its gameplay fare 7 
The true slakes of any football game lay >n 
its gameplay and previous World Cup 
editions of FIFA have disappointed with just 
a seemingly graphically spruced up version 
of the game and little else. This time 
however, there are obvious improvements 
over the previous version of the game, and 
we even get to see the inclusion of some 
new features here 

Although the improved gameplay still can't 
quite hold a candle to the Winning Eleven 
Series from Konami, it has taken strides in 
the right direction. EA has probably realized 
that it was losing ground on its closest 
competitor in the last few years and has 




moved the series in the right direction by 
this reviewer's account. The gameplay is still 
very much more 'arcade-like' in the negative 
sense, but it has moved its goalposts and 
instilled a good dose of realism in its games 

EA also realized the advantages of Winning 
Eleven's control scheme and that they had 
to do something drastic to keep up with 
the competition. Ironically, they seemed to 
adopt ideas from their nearest competitor 
instead of coming out with their own ideas 
to sink WE. Perhaps it was coincidental' 
Perhaps great minds just think alike? 
Whatever it was, EA must have realized the 
similarities, but their decision to swallow 
their pride and adopt ideas first seen in 
Winning Eleven puts the game in good 
stead At the end of the day, gamers are 
the ones to benefit most as we're served 
with better games 

The game is still an unmistakably FIFA effort 
There is no paradigm shift from previous 
FIFA games, but the improvements that 
have trickled into this title pushed it onto 
the right track. Within a few minutes of 
playing you'll easily realize that this title is 
easily superior to FIFA 06 or the even more 
disappointing FIFA: Road to World Cup on 
the Xbox 360. Player movements, passing, 
shooting, speed; all these factors feel more 
realistic compared to previous FIFA games 
You still do get over-exaggerated falls upon 
being tackled and in the semi-pro mode, it 
is extremely easy to get your player through 
and sink a shot, but on the whole, the good 
outweigh the bad here. 

Star Player 

2006 FIFA World Cup also introduces a new 
feature. Every team now has at least one 
star player. During gameplay, this player is 
identified by a star over his head. These star 
players have particular strengths that you 
can use to your advantage, often making 
a significant impact on the outcome of the 



Crotch Diving: Only in Foot! 




game. Just like in a real football match, you 
could call these star players 'game-turning' 
players. Players like Ronaldinho, Rooney or 
Shevchenko who have that extra x-factor 
that can turn games around. Utilizing their 
strengths can only bode well for you 

One area in which FIFA has and continues 
to hold an advantage over Winning Eleven 
is in terms of players licensing. The players 
here all retain their proper names, right 
down to a T (with the exception of the 
classic players). A direct result of the game 
acquiring licenses; something which Konami 
has never managed to procure for their 
Winning Eleven series. So unlike Winning 
Eleven, you won't get a player called 
Milstroum (Nistelrooy??) or something along 
those lines m FIFA. 

The game's graphics are of FIFA's usual high 
standards. They may still not be able to 
equal WE's accurate player and ball physics, 
but you do get a highly polished visual 
spectacle. Notable to this title, considering 
it is a homage to the World Cup. is the way 
they've managed to instill that carnival-like 
atmosphere of the World Cup via little 
touches such as a flyby over a stadium 
before a game, helping you to immerse in 
the atmosphere with thousands of fans 
cheering their team. 2006 FIFA World Cup's 
effort of trying to recreate that sporting 
atmosphere that you can only witness with 
the World Cup is one that should be 
applauded. 

The crescendos that the cheering crowds 
reach help to up the ante in the sounds 
department and immerse you even more in 
the game. Coupled with an extensive 
soundtrack and the commentary of British 
pundits Clive Tyldesley and Andy Townsend, 
the auditory affects of the game is another 
area that the game excels in. 

I would certainly recommend this title to 
FIFA fans. Something I've never done with 
'halfway' FIFA games of this nature that are 
usually developed to coincide with a major 
footie tournament and suck the dough out 
of unsuspecting fans Not this time though. 
2006 FIFA World Cup is an interesting effort. 
Although it doesn't dislodge the Winning 
Eleven series from its rightful throne, it firmly 
establishes itself as the next-best title in the 
genre. If you've always enjoyed FIFA games, 
there's no reason why you wouldn't love 
this one. E m khaud ibrahim 




"I would certainly 
recommend this title 
to FIFA fans." 
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Titan Quest 
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Diablopolis 

w | ou may as well call Titan Quest 
1 I the word above, since most things 
commonly Greek have "opolis" 
at the end of them, and since this is Diablo 
done pure Greek style, Diablopolis is the 
perfect name for this game. Is that a bad 
thing' Actually no, since it's been a while 
since there has been any diabolical action 
to speak of, and Titan Quest, though 
derivative, is polished and well done And, 
though the hardcore players may scoff at 
this, it's pretty friendly to casual players. 

The Beauty Of Slaughter 

It's almost a shame that Titan Quest is about 
relentless killing because the developers 
have made a noble stab at creating some 
appealing and tranquil looking locations. 
The farms and field of outlying Greece, for 
example, have that relaxing, pastoral look 
to them that makes you think that copse 
of trees would be perfect for a picnic; if it 
weren't for that pile of dessicated bone and 
the jamboree of cannibalistic satyrs hopping 
around looking for fresh meat. The game 
is set in the usual top-down, isometric view 
that we've come to expect from Diablo- 
style action RPGs, except that it's all in real 
time 3D. You can't actually swivel the camera 
around but you can use the mouse wheel 
to zoom in and get a better sense of the 
details. 

It's been a while since I've seen an action 
RPG in this vein with all the modern bells 
and whistles. And I have to admit that, even 
with a far away camera, this is a pretty 
looking game. There are little touches you'll 
notice if you pay attention such as the 
heavier airborne creatures like harpies that 
actually make the grass sway with the 



The sound is competently done. As you'd 
expect from a Greek epic, the music is 
similarly loud and grandstanding, although, 
surprisingly, like the background, and in the 
tradition of the acoustic guitar that 
sometimes played in Diablo, it can also be 
quite soothing as well. Voice acting is solid 
if somewhat uninspired, lacking the emotion 
of better efforts such as Dreamfall or Half- 
Life 2 Episode 1 , but for what it is, it moves 
the story along The sound effects are ably 
done with the clanking of swords and 
various spell effects, and once again, it's all 
vaguely reminiscent of Diablo. ..but Greek. 

God Of Loot 

This game is really all about one thing, 
indiscriminate killings followed by careful, 
attentive looting of bodies and raiding of 
chests that formerly belonged to the 
creatures you just killed. That's the classic 
formula established by Diablo and that's 



or elemental damage. Leveling is the usual 
treadmill of killing for experience, watching 
your little green bar fill up at the bottom of 
the screen and then assigning points 
afterwards to your various attributes. You 
can choose to go for ranged, melee and 
magical combat, although this breaks down 
into various sub-classes, and of course, 
there's also a multi-player mode where you 
can host your own "custom quest", or look 
for one online. 



"This game is really all about one thing; 
indiscriminate killings followed by careful, 
attentive looting of bodies" 



exactly what you're getting here, except 
that it's been toned down somewhat to 
make it a little less tedious. I imagine that 
the hard core gamers looking for a brutal 
challenge and bragging rights will resent 
some of the little touches that have been 
made to the Diablo mechanics to make this 
game less painful. For example with 
teleporting, you can do it right from the 
start, no questions asked. Just click on the 
icon or hit your space bar and you open up 
a portal to any gateways in towns that 
you've already discovered. You don't need 
to cast spells or use potions to do this, 
because apparently it is your right to use 
these gateways and create portals to them 
for being one of the favored of the gods. 

The other thing is items They don't degrade 
so once you get that rare item, or once you 
enchant it, it's yours forever unless you get 
sick of it. There's also a modding system 
for items m that you can collect certain 
relics, either shards of relics individually, or 
collecting all the pieces to assemble it, which 
can then be used to enchant your items 
and give them new abilities such as draining 



But really, what I can say abut this game? 
It's Diablo, pure and simple. If you loathed 
the roaming and mindless bashing and loot 
collecting of Diablo I or II, this game will be 
a similar turn off. 

The Final Word 

Titan Quest is a polished, pretty and solidly 
done rendition of Diablo that takes no 
chances, sticks closely to the established 
formula and does an admirable job of 
updating the action-RPG genre for 
newcomers. Its combination of sharp, good 
looking graphics and somewhat more 
forgiving game play make the aimless killing 
and looting experience a much friendlier 
affair than before. The hardcore may find 
these changes dumbed down or weak. 
Everyone else, especially people that aren't 
hardcore but enjoyed Diablo, will find this 
to be a nice nostalgic trip to a simpler kind 
of gaming that lives up to the high graphical 
standards of today's games. If you've been 
hankering for more Diablo style action, you 
can't go wrong with this Not innovative, 
but well done nonetheless. 

ti .SHOELESS WAYNE SANTOS 
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Tom Clancy's Ghost Recon 
Advanced Warfighter 




Lean, Mean and GRIN 

^ \ RAW was universally regarded as 
VJ I one of the top titles for the Xbox 
"•■■■J 360 upon entering the 360's stable 
of games. An accolade it retains to this very 
day, more than six months after the North 
American launch of the Xbox 360. Its blend 
of tense action, strong tactical play, smooth 
controls and brilliant graphics stood well 
with the Xbox 360 crowd. 

A couple of months on, that immersive 
experience have finally been ported over to 
the PC. Not content with just bringing that 
unique ghost recon experience to desktops, 
GRIN, the developers tasked with wooing 
PC gamers, opted to do the necessary 
controls re-adaptation in a manner it deemed 
best, and also spruced up the game; adding 
on huge, expansive and more intncate levels, 
and an impressive graphical experience. 

The game's storyline doesn't deviate from 
its elder brother on the Xbox 360. You take 
on the role of team captain Scott Mitchell, 
leading the elite Ghost Recon squad of the 
US Army. Caught in the middle of a 
whirlwind chain of events, you're instigated 
out of your defensive mode into an offensive 
stance. Part of a security detail tasked with 
protecting key figures from the US, Mexico 
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undergo some changes, making for larger, 
massive maps with intricate new areas 
carved into it that provide more avenues 
for your enemies to mount an unexpected 
ambush, or creep in on you from all sides. 
Like other Ghost Recon games, the game 
is deeply embedded in stealth and requires 
well-planned tactical maneuvers. Despite 
the first person perspective, this game is 
definitely not of the run and gun variety. 
Movement is often a deliberate slow prance, 
with eyes peeled and senses stretched as 
you plan, worry, and 
plan again on how to 
defend, attack, 
escape, planning 
contingencies on top 
of that, and often 
having to abandon all 
those plans, and 
come out with some 
other counter- 
insurgency plan off 
the cuff when 
scenarios don't pan 
out as expected. It is 
exhilarating, and 
despite the tediously 
slow pace sometimes, 
it never really drags 
the game down. 



"There will be enemies obscured, but the 
ability to control vehicles such as UAV 
drones that are your eyes in the sky help 
to allay this. " 




and Canada at a summit, an unexpected 
rebel strike takes the life of the Canadian 
Prime Minister, and to make matters worse, 
both the American and Mexican president 
disappear from your radar, lost somewhere 
in sprawling Mexico city. 

Expansive Levels 

As I said, the story mode is pretty much the 
same, but the level size and layout does 



With the various possible permutations of 
tactics continuously running through your 
mind as terrain changes, you are never well 
and truly relaxed, and the game feels very 
well paced. 

The in-depth planning required becomes a 
bit easier by using a tactical view. It gives a 
top-down view of you, your squad mates 
and your immediate location. You can plan. 




move your men and plan attacks through 
this 'map' of sorts and it becomes a bit 
easier to position your men in vantage 
points, sniper positions, ambush points and 
other key positions. Even/thing occurs in 
real-time so it really does help a lot and is 
pretty accurate to boot. There will be 
enemies obscured, but the ability to control 
vehicles such as UAV drones that are your 
eyes in the sky help to allay this. UAV drones 
are little flying objects that you can move 
into position and it'll automatically give you 
a bird's eye view of the vicinity, as well as 
pointing out enemies to you. An especially 
useful and important reconnaissance tool, 
as it helps to spot well concealed enemies 
in sniper positions and on top of buildings 
- threats you won't be able to spot via your 
first-person view. Success can only come 
with you utilizing all the tools you have on 
hand to maximum advantage. 

Laying the Ghost to rest 

Ghost Recon Advanced Warfighter is not 
without its faults, with a disappointing online 
mode topping that list, but otherwise, it is 
a pretty tight offering that should delight 
you both in terms of gameplay and visually 
if your PC is up to it. Ghost Recon fans 
who were disappointed by the non^ 
emergence of Ghost Recon 2 can 
finally put that ghost (pardon 
the pun) to rest and let loose 
in what is a solid tactical 
shooter. B M. khaud ibrahim 




Rise & Fall: 
Civilizations at War 
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An RTS Hybrid 

Act peo P le 9 et less e n ' h usiastic about 
/"\j>| trotting out the same old genre 

with the same old mechanics, 
there have been a lot of experimentations 
to provide something inherently familiar but 
yet refreshing for gamers to get their chops 
into. This kind of cross pollination can lead 
to some interesting results, such as the first 
person RPG experiences provided by the 
likes of the Elder Scrolls series or Vampire: 
The Masquerade. But here's one that I 
wasn't expecting to see; Midway has gone 
and matched up the familiar but much loved 
lady known as the Real Time Strategy genre 
with the younger man, the up and coming 
genre of the Army Fighter as seen in the 
ikes of Dynasty Warriors or the ill fated N3: 
Ninety Nine Nights on the Xbox 360. The 
result is a curious half-breed that might have 



decimate your opponent's troops first hand, 
Dynasty Warrior style as the plot for each 
particular character unfolds. 

Hope You Have Got A New System 

On the visual side, RAF is an absolute 
MONSTER. There will be very few rigs out 
there capable of maxing out all the settings 
for the game on Ultra and get away with a 
super smooth frame rate. Even the 
GameAxis gaming rig, which normally laughs 
at most games, saw frame rates ticking 
around the 30 fps region during normal 
play with actual bouts of slow down when 
things got really intense. The reason of 
course, is the absolute crazy scale with which 
you can view the action. While you won't 
be zooming out to an orbital view a la the 
upcoming Supreme Commander, the game 
still gives you a typical god eye view of the 



"At the touch of a button, you get in there, 
with full control of your chosen hero" 



some promise - if this pioneering attempt 
is anything to go by. 

Choose Your Hero, Raise Your Army 

Primarily, Rise & Fall (RAF) is an RTS, so it 
would be fair to say the game is more a 3 A 
mix than a true half breed. The game rests 
primarily on the shoulders of one of two 
hero units that vary depending on which 
culture you choose to play. If you go for the 
Egyptians, you get Cleopatra or Ramses. If 
you choose the Greeks, you get Achilles or 
Alexander the Great, while the Romans offer 

Julius Caesar or Caesar Germanicus, and 
Persia gives us Nebuchadnezzar or Sargon. 
These heroes are the leaders and rallying 
points of your forces with special abilities 
not available to the rank and file legions at 
your command. 

From here, you do the usual RTS conventions 
of finding a site, gathering resources, 
building structures that will pump out your 
variety of troops from siege specialists to 
horsemen, and then going to war. Of course 
the twist here is that you don't just 
command your troops from afar. At the 
touch of a button, you get in there, with 
full control of your chosen hero and 



proceedings and then nearly instantaneously 
switches to 3rd person in the trenches mode 
as you slug it out with the troops. 

Dynasty Warriors Meets Command & 
Conquer 

The game plays largely as a traditional RTS 
in the style of Warcraft or Command & 
Conquer, with players doing all the things 
they'd normally expect from such games 
You get your mix of units, from standard 
infantry to spearmen, cavalry of some kind, 
archers and a few specialized units such as 
siege soldiers that can lay ladders against 
walls to scale them when attacking fortified 
cities. You'll need to nurture and protect 
your peasant/slave population as they build 
your structures or gather the resources you'll 
require for building your towns and forces. 
There are also technology trees to be 
researched, including advisers or other NPC 
specialists such as Armorers for toughening 
up your hero, or Brewers to keep your 
people happy and drunk. 

When you've gathered up your forces, it's 
time to go to war. Here's where things get 
interesting. As usual, you can assign groups 
to your forces, and you can use your hero 




unit in the typical strategic method found 
in similar RTS games such as Star Wars: 
Empire at War, where hero units are 
overpowered and can use special abilities 
to lay the smack down in and up close and 
personal ways. However, by either clicking 
on your hero icon in the upper left, or just 
hitting the "0" button, a transitional 
"whoosh" takes place that puts you in direct 
control of the hero, who, as in typical 
Dynasty Warrior tradition, can simply walk 
into the middle of a horde of troops and 
start annihilating them with a single sweep 
of the sword. 

The Final Word 

The RTS aspect of RAF is ably done, though 
lacking in any real innovation. You've seen 
it all before, you know EXACTLY what to 
do, but there's no inherent weakness m the 
design. On that alone, the game would get 
a 7.5 for its competency, but the sheer 
number of units you can have on screen 
combined with the more-fun-than-it-should- 
be Hero Command Mode may have finally 
provided a solution for how games like 
Dynasty Warriors and N3: Ninety-Nine Nights 
can avoid the dressed monotony of endlessly 
beating up armies, this game lets you control 
the armies too. 

It's simple, but the addition of allowing 
control of an individual hero unit as well as 
your mass of forces suddenly puts new levels 
of fun and strategy into the game. A very 
good start as a hybrid genre and it's a game 
you'll want to check out until the 
heavyweights come in. With this and Rise 
of Legends, gamers are in good hands 'till 
Supreme Commander, Command & 
Conquer 3 and Warhammer: Mark of Chaos 
arrives on the scene. 

O SHOELESS WAYNE SANTOS 
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N3: Ninety-Nine Nights 
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Oh Look, Another Tech Demo 

oy, I'm getting really tired of this. 



Like most people, I saw the trailers 
and teasers for N3 as the build up to the 
Xbox 360 grew larger and larger. While I 
didn't really entertain any preconceptions 
about this title, even I had to admit that the 
graphics were gorgeous and the technical 
accomplishment of throwing that damn 
many soldiers on screen simultaneously with 
no slow down was both a marvel and a sign 
of just how powerful this first of the Next- 
Gen consoles was. However, all technological 
advancement aside, it's still the game play 
that counts and, like previous bad "launch 
window" titles such as Blazing Angels or 
surprise disappointment The Outfit from 
Relic, this much anticipated Japanese-style 
actioner is little more than another excuse 
for Xbox 360 owners to flip on their High 
Def TVs and proudly show off all those 
soldiers onscreen while proclaiming "Look 
what MY console can do! " and then not 
really playing it outside of that. 

Yes, I am saying this is not a great game. 

They Killed Your Father, You Kill Them 
ALL 

The story of N3, or at least, the first one 
you are introduced to — there are other 
stories to be explored with other 
characters — centers on the young, brave, 
dangerous and emotionally immature Inphyy 
(pronounced In-fee) who, at the tender age 
of 1 7 is promoted to leader of the temple 
knights, the elite guard of the humans who 
are at war with the goblins. She's got a 
bone to pick with the goblins since they 
killed her father, and essentially uses the 
war as an excuse to kill every single goblin 
that comes her way to quell her endless 
rage. Of course this means that she wears 
ridiculously tight armor with her cleavage 
plainly exposed to everyone — for good 
tactical reasons, I'm sure — and swings 
around a sword almost as big as she is. 
Obviously Inphyy is a graduate of the Cloud 
school of swordplay. 

The actual game itself could be described 





as Dynasty Warriors 360, in that this is an 
army fighter where you take on hundreds 
and hundreds of enemy soldiers and, for 
the most part, annihilate them single- 
handedly with a big weapon and an ever 
evolving set of combos. 

First, The Good 

As I said, this is a tech demo, but in that 
regard, N3 succeeds admirably. It uses all 
that processing power in the 360 to good 
effect with real time lighting, reflections, 
shadows, a touch of the oT bloom lighting 
and of course, most impressively, just 
rendering a whole freakin' mess of soldiers 
on the field of battle with nary a drop in 
framerate. Technologically, it's an impressive 
game, and on the art design side, there's 
also very little to complain about. 

The environments are also well done, though 
for the most part, you're playing in large, 
sprawling battlefields to accommodate the 
hundreds upon hundreds of troops so apart 
from the occasional tree or rock formation, 
it's mostly just grass or sand you'll be seeing 
with some hills or other structures way off 
in the distance. 

It's Like Eating Chocolate For Dinner 

Let me put it to you this way; if you were 
to have a chocolate bar, that would be a 
short, sweet, enjoyable experience. However, 
if you tried to have an entire dinner with 
NOTHING but chocolate, that sweetness 
would eventually stop being so enjoyable 
and start to nauseate. 

Playing N3 for the first time is just like having 
a chocolate bar. You load it up, you see the 
masses of armies, you try out your first 
combos, clear your first level and think 
"Wow, this is really impressive" . A few hours 
later, you're killing your umpteenth goblin, 
learned your newest combo and the endless 
repetition of laying the smackdown on 



"Playing N3 for 
the first time is 
just like having a 
chocolate bar." 



thousands of enemies one combo after 
another has, like that 40th mouthful of 
chocolate at dinner, started to feel really, 
really old. 

The game has a leveling system and so as 
you gain experience, your strength, speed 
and ability to equip items all go up, as well 
as the addition of new, more powerful 
combos. But for all this sense of progression, 
you're still playing exactly the same way; 
wade into the middle of a horde of enemies 
and button mash, occasionally broken up 
by a boss that needs to be avoided until the 
time is right, THEN you button mash. The 
game never really deviates from this, and 
though it's nice to get new combos to play 
with, they're not entirely necessary and 
never affects your gameplay. 

The Final Word 

Ninety-Nine Nights is the perfect game for 
people who don't actually want a fun game 
and are simply looking to bowl over their 
friends with the power of their Xbox 360. 
The gameplay here is positively ancient with 
useless Al soldiers, one note game play that 
consists of killing armies and little else, and 
a punishing lack of save points. While there's 
a somewhat interesting story here and some 
unlockable characters, these fail to overcome 
the rapid boredom of marching on armies 
and killing them with absolutely nothing 
outside of that to look forward to. 

B .SHOELESS WAYNE SANTOS 
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Hitman: Blood Money 
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A Somewhat Flawed PC Port 

r | veryone likes to give into the dark 
L I side once in a while. That's the 
appeal of games like Grand Theft 
Auto and even the reason why some people 
delight in torturing their folks in the Sims 
Sometimes it's just FUN to be bad And over 
the last few years, lo Interactive has had 
one of the more interesting ways of 
capitalizing on this fascination with their 
series, Hitman. The game centers on the 
activities of a bald, calm and in control 
assassin who goes only by the name Agent 
47 This is the fourth iteration in the series 



it suffers from a few flews that are likely 
absent from the PC version 

Bald Is Beautiful 

You'll be staring at a lot of bald head in this 
game, since Agent 47 is the character under 
your control. Fortunately, his baldness takes 
on all properties a shiny, hairless head can 
m today's age of rendering. Aside from the 
PC version, this is arguably the prettiest 
version of the game around, with some 
detailed textures and the usual range of 
lighting and shadowing to give the game a 
sense of depth. While it's not the king of 



"You sneak, you kill, and you try to 
get away." 



Never Insult A Man With A UPC Code 
On His Skull 

The Hitman series is a stealth-based 
assassination game that has been kicking 
around since 2000. While the game has 
never quite risen to the same stratospheric 
level of fame as Splinter Cell or Metal Gear 
Solid did, it has provided a darker alternative 
to the usual "Sneak for Justice" ethos; you 
are paid to kill people. They may be good 
people, they may be bad people, they may 
even be a little of both. But the bottom line 
is. you are paid to END them and you do it 
- then you attempt to escape with your skin 
intact. 

This fourth release centers around the 
premise of the Assassination Organization— 
in this case, the Agency— being assassinated 
themselves. Agent 47 is losing his network 
of contacts and support and so the ultimate 
goal this time is to find out who is killing 
off the Agency and then do something 
about it. Other than that, the core of the 
game is largely identical to past versions; 
you sneak, you kill, and you try to get away. 
However, some of the mechanics of the 
game have been noticeably improved, while 



gorgeous games (Oblivion still holds that 
crown on the 360 for the sheer epic scope 
of the damn thing), it's still good looking 
enough for it to feel like a Next Gen title 

The sound is, for the most part, well done. 
Musically, they've done a good job creating 
a cinematic feel with some quality orchestral 
renditions scattered throughout the game 
They're also context sensitive, so when the 
situation changes, the music does too. 



The Clumsy Assassin 

The first thing you'll want to do when you 
play the game is ignore the third-person 
viewpoint entirely. Like Oblivion, it's a nice 
vanity piece to have and interferes so greatly 
with fluid gameplay that you'll be amazed 
at the differences between the FPS mode 
and the Resident Evil-esque controls of the 
third. A slow, clumsy turning rate combined 
with a lack of precision make the third- 
person mode of play a |oke. 

Hitman; Blood Money is another love-or- 
hate-it title. Fans of the series will eat this 
one up as it presents a more polished and 
efficient version of the game they love to 




play, and aside from that, it really IS the 
same old game. Action oriented FPS types 
will loathe the more stealth based, tactical 
aspect, and I wouldn't recommend it to 
them. However, given a choice, I would say 
the PC version is still probably the best all 
around choice. This Xbox 360 version is 
playable, and looks good, but as usual, the 
ease of control, and accuracy of the PC 
keyboard/mouse combo don't translate very 
well onto the 360 controller and make for 
a very good — but somewhat clumsy — game 
of quiet assassination.. 

G SHOELESS WAYNE SANTOS 
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ON THE AXIS 




For a more 
approachable and 
French look at 
assassination, try 
watching Leon: 
The Professional 
starring a very, 
very young 
Natalie Portman. 
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"For aficionados, 
this game is a 
must-have as it 
allows the 
player to explore 
the world 
crafted in the 
book even 
more." 



Box Office Enigma 

| a 1 1 ith all the hype surrounding the 
VV | Da Vinci Code— the book, the 
'■MB movie, the game — you would 
expect not a book, not a movie, not a game, 
but a life changing experience to set off all 
the propaganda 

The movie's failure to be riveting, its failure 
to captivate audiences the same way the 
book has, its inability to deliver, has been 
seemingly transposed to the game as well. 
The main problem is that the book, upon 
which the game is based, is not too exciting. 
The Magdalene Theory made that book. 
The action surrounding the theory is bland. 
And that's what the game is based on. 

Let's take it from the top. In this game, you 
are able to control two characters: Sophie 
Neveu, the cryptologist, and Robert 
Langdon, the symbologist — both characters 
one would be familiar with, and if one isn't, 
where have you been? These are the main 
characters of the book, and well, everybody 
and their mother has read the book, or seen 
the movie. Which rock do I blame for hiding 
you under it? 

You only control one of them at a time, 
though, and there is no choice in the 
matter — the game decides which one you 
control at whichever point. It's all moot 
anyway. They're not distinct from each other 
in any shape or form, apart from how they 
appear on the screen. They don't have 
different puzzle-solving skills, they don't 
have different speeds — they're the same 
schlock, except one's female and the other's 
male. This makes me wonder what the point 
of letting you control either was. If there 
was no distinction with regard to attributes 
and whatnot, then there really was no point. 
It seems especially illogical that both 
characters have the same attributes, 
considering that while they are in related 
fields, they are, supposedly, from different 
training backgrounds. Perhaps it would have 
been better to simply make you choose at 
the beginning, and not let you control the 
other one. That just makes everything 
simpler 



Find Any Hidden Messages? 

You walk through different locations looking 
for clues and for anything out of the 
ordinary. When you find something of the 
sort, you go and inspect it and the game 
enters examination mode. When it does, 
you are able to inspect statues, pieces of 
furniture and whatnot in even greater 
intensity - allowing you to collect clues to 
other puzzles, or bringing you one step 
closer towards solving the current mystery 
you're at. At every mystery or puzzle solved, 
there is, and even I have to admit this, a 
rush, a sense of satisfaction, at getting closer 
to the crux of the matter. The puzzles are 
complicated enough to keep you at it, and 
to keep you wanting to solve it. It frustrates 
you but not to the point of |ust throwing 
your hands up in the air. It frustrates, but 
it's alright because you know that there is 
an end in sight. 

The downside to this is that it takes an awful 
lot of tedium and loafing around just to get 
to a puzzle. For the most part, you're just 
lumbering around the sites without a clue 
as to where to go. This is very annoying and 
in all honesty gives the game a pointless 
feel to it. At least in the book, the action 
didn't seem this boring. It seems really 
tedious to just have to walk around, 
especially if you feel like for most of the 
game, that's all you've been doing. 

Figure It Out 

The audio and the visuals of the game, 
however, are above average. The attention 
to detail with regards to how the churches 
look, the feel of Westminster Abbey, the 
atmosphere captured in every location — 
these are all accomplishments of the game. 
The audio is also something to be proud of. 
It can almost be considered a perfect fit to 
the atmosphere and mood that this game 
is supposed to have — it is eerie when need 



be, ethereal and otherworldly when the 
situation calls for it. Both the audio and the 
visual enhance your experience of the Dan 
Vinci Code and serves to draw you in even 
more. 

The other draw of this game is the subject 
matter. For aficionados, this game is a must- 
have as it allows the player to explore the 
world crafted in the book even more. It lets 
you go through the "experience" of 
unlocking the mysteries and solving puzzles 
and gaining codes, just like you were able 
to in the book. The game however, offers 
more than that because you may not just 
"interact" with the environment, but there 
are more environments to explore and more 
information to gather. It's all up to the player 
to unlock everything and maximize the 
experience. 

All in all, The Da Vinci Code is a decent 
game. The graphics and sounds are laudable, 
and where it is strong, it is very strong. The 
puzzles are thought-provoking and 
challenging enough to not be dismissed, 
but are solvable. And the information 
scattered throughout the game make for a 
very interesting time. The downside is that 
the rest of the game, which is most of the 
game, consists of the tedium and the 
annoying frustrating long expanse of time 
you spend looking for a puzzle. As a result, 
the puzzles become a simple distraction 
from the boredom, as opposed to being 
the point 

If you're an aficionado with an enormous 
patience, and an extremely long fuse, this 
is a game worth considering. Otherwise, 
you really ought to pass on this game, as 
you'll probably end up throwing things at 
your television in frustration. 

P .JACZIE TAN LO 
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The original novel has the 
disclaimer that the story is 
based on facts, although 
in depth research has 
revealed that except for a 
few names, most of the 
history presented in the 
book are entirely made up. 




Monster Hunter Freedom 




A Reason To Stop Watching Movies 

mm | an, the PSP is kind of in trouble, 
|VI I isn't it? On the one hand, Sony 
-whJ got their wish and people are 
using it for lots more than just playing 
games, like listening to music, or illegally 
watching pirate copies of the latest movies 
in the theater like X-Men: The Last Stand 
But fewer and fewer people seem interested 
in actually getting one because the games, 
of late, have been less than impressive 

Here however, is a title to break that dry 
spell up a little. Monster Hunter Freedom is 
a PSP exclusive version of the series that 
first appeared on the PS2, and this is one 
of those titles that provides enough depth — 
for loot whores, that is— to keep the 
obsessive, collector-type hardcore gamer 
involved. On the other hand, it's just a damn 
pretty game to look at and one of those 
titles that makes people stop and watch 
what you're doing when they see the 
impressive graphics coming off your shiny 
PSP. 

Show Off Your PSP 

MHF could easily fall into the 'Tech Demo' 
category of games as the presentation side 
is quite the showcase for the little PSP Like 
Wipeout Pure or GTA Liberty City Stories, 
this is another one of those titles that makes 
you think "I can't believe it's not a console" 
It's pretty obvious that a full-on development 
team went at this title with impressively 
detailed 3D graphics, with the kind of 
particle and lighting bells and whistles you'd 
normally expect on something bigger and 
heavier. The character designs are also 
appealing, where there's been a lot of 
motion capture work put into the characters 
and animation. The end result is one where 
the monsters themselves are extremely well 
done. 

Sound is also another quality area, though 
you'll only know if you play in a quiet area 
or with headphones The music, as per 
Capcom's usual standards, is mostly synth 
imitating an orchestra for those big, soaring 
epic tunes, but the range is greater than 
just orchestral. There are also some 



"This is another one of those titles that makes you 
think 'I can't believe it's not a console'." 



whimsical, childish tunes for activities like 
sitting at your spit roasting meat And the 
grunts and yelps of your male or female 
character have a good mix of sounding 
seriously bad ass or just young and spunky. 
The monsters themselves also have a nice 
variety of different roars and wails, and you 
get a good, solid sense of their weight from 
the thump of their footsteps as they stroll — 
or more often stampede — towards you 
when you engage them. 

For The Obsessive Compulsive In You 

Monster Hunter Freedom is definitely a 
worthy purchase for the hardcore gamer 
who owns a PSP. While it has a narrow focus 
that may be off-putting to some, and is 
hampered by the decision not to have an 



online component for multi-player, it still 
provides a very solid — if hyperfocused— 
gaming experience for gamers looking for 
a console experience. Not an easy game, 
not a short one, and definitely, definitely 
NOT a casual game Be prepared to sit down 
for this one and if you want the most out 
of it. get three other friends. 
As with a lot of PSP games, this game feels 
very "console" in that the controls are a 
little clumsy, it's BEGGING for dual shock 
analog controller, and this isn't the kind of 
game you may want to play on the way to 
work; it isn't a casual game by any stretch 
of the imagination This is pure gaming, 
pure technique and pure character 
progression B shoeless wayne santos 
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Feeling like a 2-wheel speed demon lately? Then this contest is just for you because 
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and New Era! Just answer three questions here and send it to us! 
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You Need Good Engrish 

T | his is going to be a short review 
I I for the simple fact that I cannot, 
^■rf in all good conscience, recommend 
a game that is only going to be understood 
by the Japanese. Granted, those who 
understand Japanese or who love Japanese 
culture so much they took the trouble to 
start learning the language will also get a 
kick out of this But for the rest of you, I 
cannot stress this enough, STEER CLEAR 
AND WAIT FOR THE ENGLISH RELEASE. 

Something-Something Japanese 
Something-Something 

The game is based on the popular Naruto 
manga and anime series, and though I can't 
claim to be a fan, or even claim to have 
watched a single episode, I've seen enough 
of its residue floating around that even I 
recognized this game as a merchandising 
product on sight. However, since the entire 
game is in Japanese, I can't even begin to 



"STEER CLEAR AND WAIT FOR THE 
ENGLISH RELEASE." 



tell you what the story is about, since you'd 
have to be fluent in Japanese to figure that 
out 

From what I can gather, some of it seems 
to be repeating certain key moments of the 
series, and the rest of it is a 2D fighter that 
has you fighting wolves and other animals 
for a while before fighting other characters 
from the show. That's about all I can tell 
you, I'm afraid 

Standard Graphics & Sound, 
Incomprehensible Game Play 

Even by DS standards, the graphics of Naruto 
4 are nothing to shout about. In an age 



where we see some surprisingly good 
looking DS games like Feel The Magic and 
Trauma Center, the graphical quality here 
is of the SNES era. The sound is much better, 
with some sound bites from the Naruto 
characters and a higher quality of music 
which carries a mix of the J-Pop techno 
mixed with traditional Japanese instruments 
and melodies. 

It all falls apart when you start to play 

Let's assume you're NOT Japanese and can't 
read it. I know some of you can, but try to 
show some consideration for those who 
can't understand the language Japanese 
and simply didn't feel inclined to pick up 
the language. The first few moments of the 
game are an exercise in confusion as you 
try to navigate the menus and can have the 
choice of four modes which are colored red, 
orange, green and blue. The yellow menu 
is presumably for multi-player since it has 
the DS logo with radiating waves coming 
out of it, and from what I can tell, this game 
actually requires other players to have a 
Naruto 4 cartridge. There is no option to 
download files into another DS for multi- 
player. 







If you somehow manage to blunder through 
the menus (which may take several minutes 
of random button pushing on different 
screens that require you to unfurl scrolls 
using the stylus), you'll be presented with 
a simple, 2D brawler It's a cross between 
Mario Brothers jumping and Double Dragon 
style combat in that the combos are 
incredibly simple, and there's a lot of jumping 
involved. The levels are multi-tiered, so the 
game is largely comprised of double jumps 
followed by button mashing "Y" for your 
three hit combo. Depending on what kind 
of selection you make on a big grid (I'm 
presuming this is the mam game) you'll 
either fight ninjas, animals, or characters 
from the series. The game apparently also 
makes use of the microphone and touch 
screen for special attacks, although after a 
few hours of play, I had no idea how to 
initiate these as I couldn't read the kanji 
that might have signaled me to start. 

But even without understanding the 
language the game is already a let down 
for its extremely simple game play. You have 
one combo, you have jumping and you have 
a throw. There are some weapons that you 
can grab around the screen such as a 
shuriken and if you can read Japanese, 
techniques can be selected from the menu 
screen. But in essence, this game is just 
jumping around and hitting "Y" a lot. If 
you can enact the super-attacks using the 
touch screen, it might make the fights go 
faster but there's not a whole a lot outside 
of the jumping and punching. 

The Final Word 

Naruto may, in fact, be a merely passable 
game, but the fact that it's currently only 
available in Japanese makes the experience 
of even figuring out how to start excruciating 
- and there's no confirmation on an English 
version yet. Then you combine that with 
the simplistic game play and, for the non- 
Japanese literate gamer, you have a product 
that really disappoints. It doesn't play well, 
and nobody wants to spend money on 
something that's going to punish you right 
from the start with its confusing menu 
navigation. At least Shonen Jump, even with 
its Japanese-only menu and gameplay, didn't 
come with such traps. I can see only two 
kinds of people buying this game. Japanese 
literate gamers and Naruto fans who are so 
hard up for anything Naruto-related that 
even if they can't understand Japanese, 
they'll buy this anyway. 

B SHOELESS WAYNE SANTOS 
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More Marble Madness 

-p | he puzzle genre is inherently 
I I friendly to portable systems for 
■^^J the simple fact that it can have 
enormous amount of depth in a very short 
period of time. That's when it's well done 
of course. And for owners of the DS who 
make those hour or less commutes on a 
daily basis, here's a title that you might just 
want to consider picking up for yourself, if 
you're looking for an entertaining but short 
distraction enroute to somewhere else. 

The game is actually pretty old, enjoying 
incarnations as both Zuma (a PC title) and 
PuzzLoop, an arcade game from waaay 
back But it looks like here on the DS, it 
may have found its most comfortable home, 
with a slew of features that make it worth 
shelling out the money for. 

Colors, Combos And Chain Reactions 

As with most puzzle games, Magnetica 
follows the credo of easy to understand, 
but difficult to master school of gameplay. 
In this case however, the understanding is 
much easier when you see and play it than 
when you have it explained to you. The 
main game consists of long, winding tubes 
through which a chain of colored marbles 
is fed. The end of the tube is in the center 
of the screen and here is a special marble 
that signals the end of the game, if another 
marble touches it, you lose. As the game 
starts, the long chain of marbles marches 
slowly but surely through the tube and 
towards the center You get a constant 
supply of similarly colored marbles that you 
shoot off using the stylus. It's similar to pool 
or billiards in that you have to judge the 
angle and then flick your stylus to send it 
flying off. 

Graphically... well, it's a DS game and a 
puzzle one at that. So the emphasis here 
isn't on CG gimmickery so much as being 




able to quickly and cleanly assess what's 
going on. The graphics work, and they show 
a certain amount of detail in the 
backgrounds with the coils and tubes and 
other visual ambiance, but they're completely 
irrelevant to the gameplay. Soundwise, 
things take a slight, annoying dip in that 
they went with the cheesy, drum-laden 
techno/electronica to artificially inflate the 
sense of urgency. But you'll probably just 
do what I do and turn the volume off 
completely, it's irrelevant anyway. 

Touching Your Balls 

The game works on a simple premise In 
the main "quest mode", there are a finite 
number of colored balls in the tubes The 
colored marbles that are marching through 
the tubes towards the center have two 
properties; they are magnetic and they have 
a habit of exploding when three or more 
identically colored balls are touching. The 
upshot of this is that flinging off a ball at 
the chain will have that ball smoothly 
integrate into the rest of the chain. Unless 
there were already two or more balls of the 
same color, then they explode, and the balls 
rush together to fill in the gap. Once you've 
eliminated all the balls, you move onto the 
next round. The stylus works incredibly well 
here and feels MUCH faster and more 
natural compared to the old way 10 years 
ago where you rotated a pointer showing 
which direction the ball would fire off in 
and then press a button to send it away. 

As with most games like Tetns, this simple 




"Magnetica follows the credo of easy 
to understand, but difficult to master 
school of gameplay." 



mechanic can get quite hectic as the balls 
start moving faster and you'll find yourself 
needing either better reflexes or quicker 
thinking to see and exploit the potential 
chain reactions in the line It's a well balanced 
game that way and as puzzlers go, is 
extremely easy to get into. 

But the game goes further than that with 
different modes. One of my favorite is 
actually Puzzle Mode where the line of balls 
ISN'T moving, and you have a finite number 
of balls at your disposal. The challenge here 
is to figure out the exact combo of chain 
reactions that will wipe out the entire chain 
and this is a particularly relaxing — if 
somewhat maddening — mode, since there's 
no clock running and all the difficulty comes 
from logic rather than reflexes. There's also 
the Challenge Mode, which is your basic 
Tetris-like game in that it's simply an 
endurance test to see how long you can 
last as the speed ramps up. And of course 
there's the multi-player mode. Multi-player, 



fortunately requires only one copy of the 
game. It's relatively straightforward, allowing 
you to interfere with your opponent and 
giving the opportunity to use the DS 
microphone to blow away "ion clouds" 
your opponent can drop on you to obscure 
your vision. 

The Final Word 

While Magnetica doesn't makes much 
innovative use of the touch screen, it is still 
eminently playable and a lot of fun. It has 
a lot of extra modes that will offer different 
puzzle experiences for different mindsets, 
and is the perfect game to play during 
commutes. This is an easy game to 
recommend for people looking for a solid, 
touch screen action that is short, entertaining 
but well-balanced. If you love puzzle games, 
you'll like this, and if you're just looking for 
something to keep you busy on the train, 
plane or bus, you can't go wrong. Magnetica 
is a good, fun title with no frills but lots of 
game play E . shoeless wayne santos 
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Now that's not bad! Better than 
a lot of people, for sure! 
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More Brain Training 

w | ou know there's a trend in the 
I I wind when you go up to the 
"^^J Nintendo booth at E3, and see a 

massive round kiosk set up with nothing 
but brain-training types of DS games. It's a 
huge thing in Japan and it looks like 
Nintendo's committed to making that same 
craze happen for the more English inclined. 
We've already had Brain Age that computes 
how old your brain is compared to how old 
you actually are, and now here's a second 
budget title designed to sharpen your 
synaptic processes, and possibly make you 
smarter. But do you really NEED another 
brain training game if you've already got 
one? That answer is "maybe" and it all 
depends on whether you like or dislike some 
of the quirkier aspects of Brain Age. 

I'm Presuming He's A Bookworm 

Things take an immediate turn for the 
strange right on start up as your guide and 
instructor at the Big Brain Academy isn't 
even human, but rather a worm with glasses. 



"What most people will be 
wondering is, whether this game 
warrants your purchase if you 
already own a copy of Brain Age.' 




But the worm is your friend! He will take 
you on a tour of the various activities that 
will help your brain to get bigger and heavier 
because that's the gimmick here; your brain 
power is not measured by time but weight. 
The heavier your brain is in grams, the better 
it is. The game also makes a point of pointing 
out what occupations you are suited based 
on your brain weight. So if you were thinking 
it was time for a career change, for God's 
sake, don't take this game seriously... 
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Weighing Heavily 

What most people will be wondering is, 
whether this game warrants your purchase 
if you already own a copy of Brain Age. 
And I think in many ways, that answer is a 
"Yes" . But it depends on what you like and 
don't about Brain Age. Big Brain for one 
thing, is FAR less prone to error. Brain Age 
owners will know what I'm talking about; 
the frustration you experience when you 
know the answer to a math question, or 
are writing down a word, only to get it 
wrong because the handwriting system 
doesn't recognize the way you wnte a word 
or number. For me personally, Brain Age 
HATES the way I write the letter " G " and 
number "4" and so my results are unfairly 
skewed against me whenever those two 
characters come up. The other flaw is the 
speech recognition, with a lot of people 
complaining that "black" or "blue" are not 
properly recognized when spoken into the 
microphone. 

Big Brain does away with ALL of this by 
making the answers strictly based on 
multiple choices. You just touch on the 
screen to make your selection and that's it. 
For a lot of people this will be a VERY big 
thing as it means that the results you get 
will better accurately reflects your thinking 
skills, rather than your penmanship or 
pronunciation. I have to admit, after realizing 
this was the case myself, I immediately 
warmed up to the game on that fact alone. 

Another factor Big Brain has going for it is 
the organization of activities. This isn't just 
a brain workout; the game takes the trouble 
to identify which aspects of your thinking 
are being exercised. There are multiple tests 
divided into five categories: Think, Memonze, 
Compute, Identify and Analyze. Most of 
them are pretty straightforward. Compute 
is a math exercise. Memorize is a memory 
test. Identify has you picking out objects in 
silhouette, motion or both. Think tests your 
reasoning, and Analyze requires some puzzle 
solving. 

There are a bunch of exercises here which, 
like Brain Age, allow you to choose 
individually, although this time around you 
are also rewarded bronze, silver and gold 
medals for your accomplishment. And when 
the time comes to check your brain weight, 
the tests are randomized. 

On the whole, the package feels somehow 
more complete, organized and less random 
about its results than Brain Age. But that 
doesn't mean it's without its flaws. One 
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major strike against it is that it lacks Brain 
Age's sense of progression. There is no 
graph that charts your progress here, so 
players that liked — or dreaded — watching 
their mental activity spike and dip over the 
days, weeks and months will not get that 
same sense of achievement. 

On a personal note however, the one thing 
that really doesn't appeal to me in an 
intangible sort of way is that the game 
somehow lacks the personality of Brain Age. 
Sure it may be more colorful, but I somehow 
felt a stronger connection to Dr. Kawashima 
as my virtual guide than I do with this worm. 
It's a small point, but some people may 
prefer that more austere but friendly 
approach of Brain Age to the obsessively 
friendly and child-like atmosphere of Big 
Brain Academy 

The Final Word 

As another budget title, Big Brain Academy 
is a worthwhile pick up for your DS. As a 
title by itself, it still manages to make a 
good showing for itself, with a solid mix of 
different activities that, thankfully, not reliant 
on handwriting recognition. With a variety 
of exercises and more accurate results, Big 
Brain Academy is a definite improvement 
on Brain Age. But some may find the lack 
of progression tracking and cartoonish 
ambiance off putting. 

B _ SHOELESS WAYNE SANTOS 
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What do you do when an old enemy catches up with you? Stand and fight fully knowing you cannot win? Or turn and run, certain that 
you will meet the foe again and you may not be able to evade anymore Tamarig and Holieus now stand in the countenance of an old 
adversary sans the huge army that was backing them up in the Culling. As Aegis, the evil magi, poised to strike terrible vengeance upon 
the Priest and the Crusader, the duo stand ready to withstand the blows and figure a route of escape BY JASON WOO 
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A Knife In The Dark 

Tellenn could feel his skin reeling 
I from the heated ring of fire 
that has engulfed him. Holieus, 
Fa' Han and CrowFoot, fully 
cutting them off from the besieged Tamarig 
who was still being taunted by the extremely 
malevolent Aegis who had effortlessly 
con|ured the Pluvia Flamma (Rain of Fire) 
with a single incantation The spell was one 
of the most arcane and hardest to master 
of the fire magicks and was only open to 
the most promising and senior of the Geffen 
wizards. 

A quick movement at the edge of his vision 
caught the eye of the young acolyte who 
turned to see Holieus mouthing a short and 
quick prayer to the ready form of Tamarig 
At first, Tellenn assumed that it was a simple 
buff liturgy, but apparently it was far more 
than just that... 

"So, the friend of yours is enchanting your 
dull little sword with Lex Aeterna' . " 
smirked Aegis, "do you not know that 
weapons cannot harm me?" 



dissolving the corridor back into its own 
brand of impenetrable darkness 

"Get out and battle me, Aegis! Surely, you 
are not as craven as to cower behind your 
wall!" bellowed Tamarig who pressed the 
quick advantage by rapidly hacking the shield 
with the large sword and pacing around the 
wizard in a fashion that denied Aegis the 
chance to fire a concussive blow at him. The 
Rune Knights were not only skilled 
swordsmen but also experts in footwork 
while wielding heavy arms that would be 
otherwise un-wieldable by untrained 
individuals. Very soon. Aegis' orange shield 
began to show signs of wearing off as 
repeated blows from the fabled sword 
strained the magical defenses of the dark 
mage. 

Tellenn was watching the fight with an open 
mouth. Never had he ever witnessed the full 
might of Tamarig in combat, not even the 
time when he was training a team of battle 
hardened Crusaders for a last minute assault 
on a group of ghouls in the outskirts of the 
Prontera forest. As if reading his very 



"...never will you be able to thwart me 
because you will die today and your 
party also. Vengeance is mine!" 



With that, the dark mage quickly drew varied 
symbols in the air that left soft glow lines 
across the thin air where his fingers passed, 
forming a bright orange six pointed star 
beneath the feet of the caster and engulfing 
Aegis in a constant luminescence. 

"Defensive spells are just as useless towards 
Mysteltainn, don't you know that?" growled 
Tamarig as he charged headlong towards 
the dangerous wizard. 

Tamarig rose the huge form of the 
Mysteltainn above his head as he ran towards 
the crouching form of Aegis in a speed that 
seemed incongruous with the amount of 
armor that he was wearing and in a flash, 
the tall Crusader was upon the smaller built 
wizard - bringing down the enhanced 
Mysteltainn upon the magical orange shield 
that Aegis has conjured up around himself. 
With a loud crash, the blow elicited a volley 
of reddish sparks that flew across the dark 
corridors of the tomb, illuminating the 
passageways for a split second before 



thoughts, he heard Holieus mutter, "Indeed, 
Tamarig has got to throw everything he has 
in the battle, holding back will only kill him 
But alas, I cannot help him much myself for 
I am trapped in this ring of fire." 

"Bah, blasted Rune Knight, you should 
respect your betters. I have more than one 
way to make sure I hit you. ..hard" boomed 
Aegis dismissively and then, touching the 
ground with just a finger, he whispered, 
"Culmen Terra." 

It had an immediate and devastating effect 
Pillars of earth and mortar each six feet tall 
erupted all around the confines of Aegis' 
shimmering force field, sweeping the Rune • 
Knight off his feet and soon after, a pair of 
earth spikes pushed him towards the sides 
of the passageway, trapping him against the 
wall Winded by the sudden jolt, Tamarig 
lost grip of Mysteltainn and the giant sword 
clattered to the dusty floor. 

Tellenn could sense that Holieus was anxious 



to dash out of the fire to save his trapped 
friend but to no avail as the heat of the 
flames held the Priest back. Powerful as he 
may be against the horrific undead legions, 
Tellenn knew that the Priest had no outs 
against the powerful spells that were at the 
disposal of wizards, especially one as strong 
as Aegis. He knew now why Holieus and 
Tamarig could scar the wizard the last time 
they met because the pair has to work 
together. Where Tamarig's combat prowess 
fails, Holieus' divine power could step in but 
if one is to separate the two (in itself quite 
an impossible task in combat), Aegis would 
be unstoppable. And there was the fact that 
Aegis was only wounded not killed; which 
bore further testament of the wizard's insane 
powers. 

"Tsk, tsk, tsk, Tamarig what did I tell you? 
You and your friends only got lucky last time 
to give me this, "snarled Aegis as he pointed 
to his facial scar, "and made me fail the 
Necromancer. But no more, never will you 
be able to thwart me because you will die 
today and your party also Vengeance is 
mine! " declared Aegis as he dispelled his 
orange force field with a casual flick and 
strode with grand purpose towards the 
trapped Crusader, his hands crackling with 
a bluish sphere of latent energy, no doubt 
meant to be delivered as the coup de grace 
to the crushed form of Tamarig. 

Just as Aegis finished his last word, the 
mage stopped dead in his tracks and 
choked a mouthful of blood, 
"W. what?" muttered the fair-haired 
dark wizard as he clutched at the 
bright blade of a dirk erected out 
of his chest He was stabbed 
from the back by someone 
or something. But how 
can it be? How can 
a mighty wizard 
like Aegis 
not 



know if there was an invisible assailant 
behind? Unless, of course, if the attacker 
was at one with the shadows... 

"Curse you assassin, Niflheim take you," 
cursed the dark wizard with a glare towards 
his killer from behind as he collapsed to the 
ground, a victim of his own arrogance 

"I thought you said something about not 
being able to be harmed by weapons? I 
guess I cannot resist a challenge, that's all," 
chuckled a soft female voice in the shadows 
which belonged to a red cloaked, slender 
teenage girl with a girlish demeanor and 
porcelain complexion. Tellenn's eyes went 
wide It was the Rogue who robbed him! 

And it was not just him who felt surprised 
that instant .. . E 

• la Artema or [te mat I aw m latin, a burl thai mmmniht 
damoge rait o! anyone weapon by two told. 
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WAR FOR THE IMPATIENT 

More cheats and codes for those of you looking to ease the pain of the game. Or are just in a hurry to get things over with so you can 
move onto the next big game 



Rise Of Nations: Rise Of Legends 




During gameplay, press "ENTER" and a window will pop up In this 
window type these commands. 



A. Adding Resources 

/cheat resource [race] [credits] ; then press the <ENTER> key. 



*[race]depends on the campaign race you are playing 
[credits] - the number of credits you want added to 
your resources. 



ex. for the Miana campaign 1 to add 1 0000 
credits to your resources you type ; 
/cheat resource miana 1 0000 



The DaVinci Code 





For those of you that just can't get enough of Dan Brown's — not very real at all, 
though he claims it is — novel about a conspiracy in the Catholic church, here's some 
cheats to let you ignore all that tedious game play and get straight to the Righteous 
Moral Outrage. Now in PS2 and Xbox flavors! Go to codes in the main menu and 
key in these words; 




All bonuses 

Visual Database entries Unlocked 

Double Health 
Infinite Health 
Level Select 
One Hit Fist 
One Hit Weapon Kill 



Et In Arcadia Ego 
Unlocked ApocryphaAII 
Sacred Feminine 
Vitruvian Man 
ClosLuce 1519 
Phillips Exeter 
KHIRoyal Holloway 



B. Adding units 

/cheat add [n] [unit name] 

*|n] is the number of units you want 
added , [unit name] is the name 
the unit you want 

ex. you want to reinforce your Vinci army with 
some major firepower, you type 
/cheat add 1 land leviathan 
/cheat add 10 super clockwork man 

Units added will spawn at your mouse pointer, so put 
it in a chosen location before using the code. Also, some units wi 
only appear earlier in the game so make a note of their names if you 
wish to respawn them in later campaigns. 

For the Doge super weapon, type this: 

/cheat add 1 doge's hammer 



C. Reveal Map 

/cheat reveal 

D. Automatkaly win 

/cheat victory 



X-Men^Pne Official Game 

wr people looking ( to get a little more content out of this game, there are additional 
DViger Room missjons4hat are normally unlocked by collecting files throughout the 
garW lAnd then there 'sViis way. For the Xbox and PS2. use these cheats at the 
Cere^o menu sor^n and, hit START after inputting to activate 



Unlockable 
Iceman's Danger Room 

Nightcrawler's Danger Room 
Wolverine's Danger Room 



How to Unlock 

Right Right Left Left Up Down Up Down 
Up Up Down Down Right Left Right Left 
Down Down Up Up Right Left Right Left 
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€MSI 

K9N Platinum (nForce 570 Ultra) 



MSI's mainboards have always got a solid 
design, and this one is no different 



► Zachary Chan & Aaron Yi 




Nl ow that the cat is out of the bag in reference 
I to NVIDIA's nForce 500 MCP family, we're able 
'^hhh to delve deeper into the various boards that are 
now supporting the new chipset. However, instead of 
focusing entirely on the ultra high-end nForce 590 SLI, 
we'll be looking at the mainstream performance segment 
this time round. The board in question is MSI's K9N 
Platinum, which is based on the nForce 570 Ultra MCP. 
If you need a quick recap, the nForce 570 Ultra is a single 
GPU support solution featuring the advanced storage 
and networking features of the nForce 500 MCPs (you 
can read the full details of the nForce 500 here ). 

The K9N Platinum is the little brother to the K9N SLI 
Platinum, which we've previewed recently. Both boards 
share the same design elements from PCB layout to 
components. However, because of the chipset differences, 
there are certain things you'd want to look out for. 

From their launch of the nForce 500 series, it is very clear 
that NVIDIA wants the focus to move towards multi-GPU 
and the placement of the nForce 570 Ultra makes it look 
less of the performance choice that the nForce4 Ultra 
was when it was launched. However, our benchmarks of 
the K9N Platinum showed that there is still life in single 
graphics setups. As far as gamers are concerned, the K9N 
Platinum should bring extra value to mid-range 
performance with the advanced storage, audio and 
networking features of the nForce 570 Ultra. 

In terms of overclocking, while the final clock doesn't 
really meet the speeds set by our nForce 590 SLI reference 
board, users need to remember that the nForce 570 Ultra 
is positioned at a lower performance bracket and in that 
sense, the K9N Platinum actually matches well with what 



we've been able to achieve with Socket 939 through the 
nForce4 Ultras in a similar category. So the 275MHz HT 
bus overclock is not bad at all. 

The motherboard has a decent layout though we feel 
that the board might be a little crowded at the top half 
in a fully installed system. Today's graphics cards aren't 
exactly supermodel slim and the AM2 coolers for the 
higher-end processors are also on the thick side. 

The K9N Platinum met our expectations for a solid and 
stable motherboard coming from MSI. While the majority 
of manufacturers are still sorting out the minor quirks of 
their nForce 500 boards, the K9N Platinum is one of the 
boards that we can truly say is retail ready. In fact we 
have had AM2 boards with memory compatibility issues 
(despite the fact the board does not have a memory 
controller on it) and other teething issues apparent of 
early release boards. Fortunately, the MSI K9N Platinum 
was free of those issues in our compatibility testing. We 
also like the fact that MSI is thinking of the mainstream 
users first, instead of following the trend of launching an 
ultra-expensive high-end board for the enthusiasts. 

The K9N Platinum fits very well into the current market 
and we feel that is the natural upgrade path for anyone 
looking to get into Socket AM2 at the moment. Priced 
at US$125, it falls into a mid-range performance category 
like a piece from a jigsaw puzzle. The K9N Platinum is a 
great entry from MSI to make a mark in the emerging 
Socket AM2 market and judging from its stable state, 
we're eagerly anticipating the eventual Diamond Edition 
for the hardcore folks. E 
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TECHNICAL SPECIFICATIONS | 


CPU Support 


: Supports AMD Socket AM2 CPUs 
:. Supports AMD Cool'n'Qiuet Technology 


Chipset 


: NVIDIA nForce S70 Ultra 

81 directional lGHr (2000MT/S) HyperTransport interlace 
■ 20 lanes total PCI Express configuration 

Supports up to ten USB 2 0 pons 

Supports six SATA 3 OGbps ports 
- Single channel Ultra ATA 1 33 IDE poll 
• I x IEEE 802.3 NVIDIA MAC for 100OBASE-1 


Memory 


: 1 Dual channel memory architecture integrated into processor 

I Four 240 pin DDP.2 DIMM sockets 

1 Supports 1 8v DDR7 SDRAM DIMM modules 

1 Supports up to BGB using DDR2 400rS33l667r800 


Storage 


; NVIDIA nForce S70 Ultra MCP 

- 2 1 Ultra ATA 33166/100/133 (data transfer rale up to 

ITMlfa 1 

- 6 x SA1A 3.0Gbps interface 

• NVIDIA IMHHM Technology 
Supports RAID 0. RAID 1. RAID 0+1. RAID S 


Audio 


; RealtekAlC883 8 channel HD Audio CODEC 
I Optical and Coaxial S/PDIF Output 


Networking 


I 2 x NVIDIA Gigabit LAN co supported 
by Vitesse VSC8601XKN PHY (Transceiver) 


IEEE 1394 
IFireWire) 


: VIA Firell VT6307 FireWiie connote 
O 2 x 1394a ports «9 400Mbps 


110 Interlace 


£ 1 x Floppy connector 

C 1 x Ulna ATA IDE connectors 

: 6 x SATA connectors 

( 10 x USB 2.0 pots (4 x rear. 2 x bracket. 4 x headed 

S 2 x IEEE 1394a ports (1 x rear. 1 x bracket) 

1 2 x RJ4S LAN port 

: 1 x Optical S/PDIF Output 

I 1 x Coaxial S/PDIF Output 

: 8-Channei Audio I/O pons 

: 1 x CD IN 

1 x 9-pui serial port 
: 1 « parallel port (SPP/EPP/ECP) 
r. 1 x mini-DiN-6 PS/2 mouse port 
: 1 x mini DIN-6 PS/2 keyboard port 


Expansion 
Slots 


:. 2xPCIe«16sk>ts 
: 2xPClex1slol 
C 3x32-bilPCIslols 


Extras 


; D.0. 1. Express (Dynamic Overclotking Technology! 
: OualCoieCell 


PCB 


: A1X Form Factor. I2'x9.6"(30 Scm x 24.4cm) 



Testbed Configuration 

• Processor: AMD Athlon 64 X2 5000 * (2.6GHz) 

• Mamboard MSi <9N Platinum 

• Memory. 2 * 1GB Kingston HypcrX DDR 2 800 

• Graphics Card: MSI Gef ore* 7900 GT 2SGMB 

• Harddrsk: Seagate 7200 7 80GB SATA (NTTS) 

• Operating System, Windows XP Professional wfSP2 





Quake 4 

(High Quality). No FSAA/8x Af 



1J "1 



1280 x 1024 x 32 



86.6 I 



79 9 1 



CPAUT 

GeForce 7900GT (Sonic 512MB) 



I The Palit 7900GT is one of the quieter 7900GT- 
based cards around 



> By Vincent Chant) and A.iron Yip 



• • | ow that everyone has seen the performance 
|^ I of NVIDIA's latest GeForce 7950 GX2, those 
^■J who have been eyeing a potential SLI setup 
have another excellent alternative. Of course, there are 
probably more consumers looking for a single, high-end 
card rather than the 'pseudo-single' GeForce 7950 GX2. 
Pricing, power consumption, noise and heat are some of 
the reasons why SLI, even reduced to a consumer friendly 
product like the GeForce 7950 GX2, may not be the best 
choice for everyone. In any case, the single GeForce 7900 
GT is still very much in demand with enthusiasts looking 
for an affordable and decent high-end card. 

Palit has taken an unconventional path for its line of 
graphics cards. While the reference design is the blueprint 
taken as holy writ by many other vendors, Palit has tried 
its own customization in a bid to give the best value to 
consumers. So far, the Palit GeForce 6800GS Blitz that 
we have reviewed before is a prime example of what you 
can expect from a Palit graphics card, especially one of 
its special editions. Mainly, it's competitive pricing along 
with overclocked speeds. And now, there's more of that 
same innovative streak as Palit introduces an overclocked 
GeForce 7900 GT that's more extreme (in both design 
and specifications) than anything we have seen. 

Palit has in our opinion, tried its hand at making interesting 
and value-added graphics products. Generally, they have 
succeeded in jolting us back from our jadedness and 
going by some of the discussions raging online, we are 
not the only enthusiasts who feel that way. The Palit 
GeForce 7900 GT Sonic 512MB is another of these 
different, 'mutated' products. 

Some will no doubt speculate about the limited appeal 
of an overclocked GeForce 7900 GT with 512MB of DDR3 
memory. The high-end graphics segment is already quite 
the niche if compared to the low and mid-range. The 
hardcore enthusiast that goes for the special, overclocked 



versions are even fewer in numbers. Therefore, there 
probably won't be that many buyers for the Palit GeForce 
7900 GT Sonic but that's good news to you, right? Since 
there should be more for those who are really interested 
- overclockers. 

Because the Palit GeForce 7900 GT Sonic really does well 
in one non-graphics related aspect - raising your heartbeat. 
You get the card, put it in, start the benchmarks and get 
ready for the big numbers. True, it may not match the 
reigning GeForce 7900 GTX for pure performance but 
any ordinary GeForce 7900 GT will be left in the dirt. 
Even some of the faster GeForce 7900 GT cards may find 
themselves pushed to the limit, then overtaken. The only 
disappointment is that Palit did seem to lose its nerves 
when it came to the memory frequencies, keeping it with 
the default ones rather than overdocking. However, that's 
probably the correct decision since they couldn't have 
used faster and more expensive memory without pricing 
it out of range. After trying it out, you may start to stretch 
its limits by doing some overdocking yourself. That's 
when it gets hot and fun, especially as you approach the 
clocks of a GeForce 7900 GTX. Of course, it's probably 
impossible, since the 1 ,4ns memory chips will never match 
the 1 . 1 ns ones found on the GTX but for a while at least, 
one can always hope. 

In short, the Palit GeForce 7900 GT Sonic 512MB is a 
dream for tweakers and overclockers. The hardware is 
waiting to be pushed and tortured, though we'll feel for 
you if you really manage to trash it. At S$599, it's around 
SJ70 more than a bland reference card but only slightly 
more expensive than the premium overclocked ones in 
the market. It's not as powerful as the GeForce 7900 
GTX but it does a decent impression of one when 
overclocked and it costs much less too. Besides, if you 
fancy overdocking, the excitement one can get from this 
very overclockable card should be priceless. B 



• Palit GeForce 790OGT Sonic 512MB 

• XFX GeForce 7900GT 256MB 
Extreme Edition 

■ MSI NX7900GT T2D256E 
NVIDIA GeForce 7900 GTX 512MB 
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-Palit GeForce 7900GT Sonic 512MB 

■ XFX GeForce 79O0GT 256MB 
Extreme Edition 

■ MSI NX79O0GT - T2D256E 
NVIDIA GeForce 7900 GTX 512MB 



I IWIDTA Geforce 7900 GT GPU 

• Stock 3D GPU dock ■ 550M.fl/ 
B NVIDIA CmeFX 4.0 Shading Engine 

- Vertex Shaders 

■ Support lot DX 9 0 Vertex Shader 3 0 

• Displacement Mapping 

■ Vertex Fiequency Stream Divider (Geomeiry Instancing) 

• Infinite length vertex programs (supported H hardware) 

• Pixel Shadm 

■ Support lor DX 90 Pixel Shader 3 0 

• Full pixel branching support 

■ Multiple Render largels (MRfs) 

• Infinite length pixel programs (supported m hardware) 

• Texturing Engine Features 

• Accelerated textures access 

• Up to 16 textures per rendering pass 

■ Support lor 16 bit and 32 bit floating point formats 
- Support lor sRGB texiure format lor gamma textures 

■ DirectX and S3IC texiure compression 

D 256-bit memory interface 

512MB Graphics DDR3 SDRAM (14ns) 
: Default clock rate ol 660MH/ (effective speed of 1 320MH/ 

DDR) 

: Dual 400MH/ HAMDAC s that support resolutions or 
2048x1 SJ6*«85Hs 

D Dual link 0V) capability lodrr* Asplays of up to 7560x1600 

: I x mini DIN connector (for Video-out) 
B 2 x DVI I connector (for Digital flat Panel drsplays. 
compatible with analog drsplays with converter) 

: Driver support lor Microsoft Windows 

Vista/9x/MEV200O/XP,XP MCE/XP Pro *64, Linux and 

Macintosh OS (including OS X) 
B Cyberltnk Power DVD S 0 
: foCA Racp Driver 3 
: MSI Muliimedia (Utilities CD) 

: PCI Expressx16 slot required 

| Dedicated 6-pm PCle Motex power connector required 

(not shared or split) 
: Power supply rated for 400W or higher recommended by 

NVIDIA (SOOW PSU for SU setup) 



Testbed Configuration 

• Processor. AMD Athlon 64 FX-5S (2.6GH/) 

• Matnboard: MSf K8N Diamond Plus 
1GB DDR400 Kingston Hyper x 
Seagate 7200.7 80G8 SATA 
System: WWidows XP Professional w/SP2 




> By M. Khalid Ibrahim 



Not Your Standard A4 



Sleek and Mean 

T he last time I came across an A4Tech product 
1 I was with a pseudo-wireless mouse. The mouse 
was wireless, but it was dependent on a 
dedicated, powered and wired mousepad. A novel idea 
that didn't drink batteries, but it didn't provide room 
for personal preferences in the use of mousepads either. 
A few years on, A4Tech has developed quite an extensive 
stable of mice. The subject of our review here is the X- 
750F; A dedicated mouse for gamers. 

The X-750F is from A4Tech's X7 series, which is geared 
towards high-performance gaming and it does share 
some resemblance to some of its more illustrious 
competitors. A soft, smoothly rounded curvature and 
buttons that extend throughout the curvature, without 
any delineation, reminds one of the Logitech series of 
mice. The smoothly rounded mouse provides a 
comfortable resting point for your hand. Thought has 
also been made as to how to allow the gamer to derive 
comfort with a well-designed rubber grip adapted into 
the mouse, allowing you to comfortably rest your thumb 
while gripping the mouse to optimum effect. 

The mouse ergonomics, with its physical appearance 
reminiscent of the Logitech gaming mice, serves the 
gamer well. It is comfortable and functional, but like 
the Logitech mice, it comes with one major drawback: 
it is clearly made for the right-hander only. With the 
way it is designed, there is no avenue for the left-hander 
to adapt this mouse for left-hand use. 

The build quality of the X-750F is another area in which 
it drops points Despite the glossy black finish and striking 
silver strips, the mouse is predominantly made out of 



plastic, and reflects this 'plasticky' feel throughout, 
especially on its top-half where most of your hands 
reside on. You're never in awe of its build quality, and 
the lack of heft lends the mouse a lack of composure. 
It isn't as feather light as some of the other gaming mice 
available, and neither does it reflect the chunky build 
and feel for those that prefer a heavier mouse. It sits 
squarely in the middle and we felt that, in this instance, 
the middle ground doesn't do it any favours. Despite 
these criticisms in the build quality department, the 
mouse is still adequate by any account, just not up to 
the 'bullet-proof build quality of some of its competitors. 

Of the entire range of gaming mice that we've tried, 
the X-750F is probably one of the most feature-laden. 
In addition to the pre-requisite left and right buttons 
and a clickable scroll wheel, the mouse sports two 
additional buttons just above its rubberised thumb rest, 
a button just behind the scroll wheel to enable on-the- 
fly dpi adjustments and, most notably, an additional 
button bottom-right corner of the left-click mouse 
button. On-the-fly adjustments and forward and 
backward buttons are not exactly uncommon on gaming 
mice these days, but the unique little orange-coloured 
button is. Designed as a shortcut of sorts, the button 
allows you to access double click functions with a single 
click, and, in-game, allows you to fire off a rapid three 
round burst with a single click. All the buttons on the 
mouse are customisable with an easy to use software 
provided. 

We tried the mouse out with Tom Clancy's latest Ghost 
Recon game, Advanced Warfighter. The mouse boasts 
a maximum sensitivity of up to 2500dpi. Even Razer's 
Copperhead only goes up to 2000dpi. But the proof is 



in the pudding, and while playing, the increased dpi 
didn't reflect a noticeably improved performance in 
sensitivity when compared to the Copperhead. Still, it 
adapted itself admirably, and being on par with the 
industry standard Copperhead is a mean feat in itself. 
The lack of heft which I mentioned earlier becomes even 
more noticeable in-game, considering my personal 
preference of how a mouse should feel in-game - heavy. 
Others would feel hard done by it not being 
featherweight in their hands. The lack of a smooth 
interface between the mouse and mousepad being 
another factor preventing that featherweight feel. 

The game's unique 'one click three rounds' button 
presented a conundrum for us. It actually is an accurate 
rendition of how a gun could fire instead of being a 
purely gimmicky feature. Those of us who have gone 
through National Service here in Singapore will know 
that the semi-automatic mode on some guns do fire off 
a quick three-round burst with a single squeeze of the 
trigger button. Despite its conformity to reality, we didn't 
personally take to this new mode, preferring instead to 
use the standard firing mode. This is probably down to 
personal preference though. Those who prefer straddling 
rooms and enemies with repeated bursts may find this 
button a godsend? 

The X-750F is certainly not without its faults; its build 
quality being the most notable downside. But 
performance-wise, it plays in the big leagues. 

Keeping in mind its affordable price-tag of SJ59 it 
certainly does represent good value and you should 
certainly keep this mouse in mind when shopping for 
a gaming mouse. B 
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The Razer Diamondback™ Gaming Mouse is a formidable 1600dpi optical 
mouse with an ambidextrous ergo-design. Coupled with Razer's On-The-Fly 
Sensitivity™ drivers, the Razer Diamondback™ delivers flawless performance. 

Pair it with the massive Razer Mantis™ Mat, and you'll have a killer setup 
that will take your game to the next level. 



NOW: 



'BEST BUY" 



$89 

linclGSTl 

UP: $129 



•Promotion 15 only for Rarer Diamondback™ Chameleon 



• 1600dpi Optical Engine • 6400 Frames-per-second • 5 8 Megapixels/second • High speed motion detection, up to 
40IPS and 15G • Award-winning On-The-Fly Sensitivity™ drivers • 16 bit data path/Always-On ,M Mode • Zero-acoustic 
Ultraslick™ Teflon feet • Lightweight, non-tangle 7ft mouse cord 

• Oversized Design (444mm x 355mm x 4.3mm) • Fibertek™ cloth weave for precision targeting and tracking • Rubber 
base ensures grip on the smoothest surfaces • Available in two different surfaces: Speed and Control 



Razer products are available at 

ATF MULTIMEDIA ACCESSORIES ! CHALLENGER TECHNOLOGIES LTD ■ Funan. Tampmes I CHAMOXA OFFICE AUTOMATION (S) PTE LTD I 
COMPUTER ETC PTE LTD • Causeway Point | COMPUTEX COMPUTER SERVICES PTE LTD I COURTS ■ Sunlec | CYBERACTIVE COMPUTER 
PTE LTD • West Mall, Jurong Point | CYBERACTIVE TECHNOLOGY • Ang Mo Kio. Compass Point. Junction 8 Yishun I CYBERMIND COMPUTER 
HOUSE PTE LTD - Sim Lim | E-2000 SHOP I ELITE INFOTECH PTE LTD I FUSION GAMEWARE (S) PTE LTD I FUWELL INTERNATIONAL PTE LTD 
■Funan Sim L.m | GREEN DOMAIN MULTIMEDIA PTE LTD ! GUERRILLA GAMES | INFORCOM TECHNOLOGIES PTE LTD | KAO YAP COMPUTER 
ACCESSORIES ] LASER DISTRIBUTOR PTE LTD I PK COMPUTER PTE LTD I SOUTH ASIA COMPUTER PTE LTD I TEC-DROME PTE LTD 



Authorized Distributor: 



WWW.RAZEF3ZONE.COM 




The Fatalistic mic as seen here. 




A remote is always a welcome sight. 
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Professional Series Gaming Headset 



> By M. Khalid Ibrahim 



Bionic Gaming Ears 

T| he name Jonathan Wendel is synonymous with 
I gaming. Going by his gamer tag of Fatality. 
Jonathan Wendel has spanned the globe pitting 
his skills against the top gamers of the world, and to 
this day, he is still regarded as one of the top gamers, 
if not the best, on the competitive circuit. Jonathan, 
however, was savvy in more ways than one. He had 
sharp business acumen, and some years ago, he set up 
the Fatal Hy brand with the intention to develop better 
gaming gear for himself and other gamers. Together 
with several key partners, he achieved this goal and 
made a small fortune in the process. 

One of his partners was Creative. The stalwart of the 
Singapore tech scene roped in the expertise of Jonathan 
Wendel and together, they have developed some killer 
products such as the Fatality X-Fi soundcard. We've 
also seen a gaming mouse from the partnership and 
more recently, the Creative Fatality Professional Series 
Gaming Headset which becomes the subject of this 
review. 

Physically, the Fatal 1 ty gaming headset is a sizeable, 
imposing headset. Two large 40mm drivers powered by 
strong Neodymium magnet dominate the headset. An 
adjustable steel headband wrapped with a durable, 
smoothly finished plastic sits over your head, with a 
generous amount of sponge comfortably resting where 
the headphone meets your head. A microphone boom 
that is easily twisted and adjusted to ensure the mic is 
always in close proximity to your mouth juts out of the 
left headset. A 2.4 metres cable connects the headset 
to your computer via gold-plated 1/8" (3.5mm) minijacks. 
A small rectangle box attached to the cable provides a 



Be A Pro Gamer 



volume control and a mic on/off switch, enabling you 
to adjust volume on-the-fly or mute the mic should you 
not wish your words to be heard on air. 

The headset is a closed back headphone, designed to 
block out external noise. It does this well, but not 
perfectly. You can still easily detect outside noise without 
much exertions. Your ears rest in the middle of a soft, 
velvety enclosure that wraps your ears within the 
comfortable enclosure. The earcups can be adjusted to 
a mild degree, but you can't twist it round like you can 
with DJ headphones. 

It has to be said that this is a very comfortable headphone. 
It is fairly light, weighing about 369grams and the 
generous padding adds on a good degree of comfort. 
A welcome design considering how long some games 
can take and gamers don't take too well to uncomfortable 
phones disrupting their concentration over the long 
haul. In Singapore's climate though, we did encounter 
one drawback to the lush padding. Over long periods, 
our ears, enclosed within the earcups, started to sweat 
and we had to take it off to 'air' our ears now and then. 

We tried the phones out with Jonathan's staple genre 
- FPS. First impressions were good. The staccato of 
machine guns emanating from all around us was visceral 
and we could clearly tell where they originated from. 
Twisting around in a maze of gunfire, we could clearly 
hear the whole sound spectrum twisting with us, 
remaining faithful and clearly pinpointing the exact point 
of origin of gunfire, or at times, the various different 
sources of gunfire. It didn't fall apart and jumble up the 
different locations. 



The phones however didn't emit our voice out as well 
as it received. The attached microphone didn't pick up 
our voice with an assuring degree of audibility. It was 
often a meek whisper that came across, sometimes even 
inaudible Unless you're a loud-mouthed buffoon with 
a speaking voice next to the volume of shouting, you'd 
probably encounter a similar problem. 

We did have one complaint on the phones. The phones 
didn't exhibit as much bass grunt as we would have 
liked. Despite the incessant grating of machine gun fire, 
the phones didn't exhibit a similar response on the lower 
end of the spectrum. Explosions didn't have any son: of 
a spectacular or enthralling effect as we often hear in 
cinemas or good home theatre systems. Here, the bass 
was merely adequate for our demanding tastes. We felt 
it could have done a lot better with a heavier and more 
defined low-end. Keep in mind though that we didn't 
manage an extended review period with these phones, 
so the problems may be down to run-in but, at the same 
time, a short demo we had with another pair of phones 
prior to receiving our review unit exhibited the same 
anomaly. 

The Creative Fatality Professional Series Gaming Headset 
is a well-designed headset that almost achieves all it 
sets out to, but for a few niggly problems. We didn't 
manage to try it out with its excellent companion piece, 
the X-Fi sound card, and may have had better results in 
the bass department, but if you're not using an X-Fi, 
you may well experience the same results we had. The 
Creative Fatality Professional Series Gaming Headset 
could have been a spectacular answer to a gamer's 
headset woes, but till they iron out the kinks, I'll hold 
back the unreserved recommendation for now. B 
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Win up to 48 cool prizes talking about football too! 

www hardwarezone com proudly presents our very own football minded initiative for you to unleash the football frenzy within 
http://www.hardwarezone.com/football25 

With 32 teams from 32 nations across 6 continents battling for the most prestigious sporting trophy known to man. the next 25 days will be 
all but a roller coaster ride, especially when you get to win some prizes from football25' 



Our compelling guest bloggers. Daren. Justin. John and Vincent will rant and rave through the fervor in 
a chorus that will keep you informed as you cheer your favorite team on! 

Join them and the other one billion football fans at Football25 forums today! 



Official Online Me<liH 

HandwaneZone 

cuiwiu iniiil 





nZL 0019 9ui|d|a|-| paiBis sauoqd uo aiqeXeid /tiuo 



anii| asoifl d|au, aseay wopeeji 01 sajnjeajo ,xuioq awi 
agi pea) dm noA pue Ajnujjeo sdats jnoA uey siindeieo leocuw 
pue leuotap sipotq aweiew suieu iua>aijjp a* a»m pa 
am 01 wed e pfinq oi swaii aiqeiene am asn oi a*eu. no/, ,eu70u 
ipeq 06 o) mam diaH jipeq aje sajrueajo ajjjH am - uoqduosea 



-papeo|ay i^ujog- 




|eo '6u|||B3 uaq/vi lussuoo iBiuajBd iiaas asB8|d 81 japun sj3||Bo pin ay qoBy Xq papiAOJd aojAjas 



Aujeua jo jawenopeeu. 01 eBesseuj tuas Aiajeipauiiui teiji 
sdjits inoos Auraua Aq pajiods aja» no* use) moA 6ui||ij|ni ueSaq 
Ajouuai snj, 10 aippiui agi ui awssod se saueidiie pue 
sig|oAueujse<04sapoipuea5ua)ap*iuau8i)6noi4H96oi 
aje* noA )isei unoyjip Ajsa e uau6 an* noA auuevuqns 
jadns lajoas-doi p japueuiuco e sv - uoqduosaa 



frl-ZZiVZ 



SSAqy A|pB8Q 



-jawod pi* spwoAai wctm uep Stft suo*a» * somusu* 9 OX r* u! 

t(n tumtiBj Mumi Aq p«iiq»ui> «u*tsA* Moo uo uowuiwjui 
d mu»o puwjiuoo u jopaaj ma on won put tato ioIbuj 
suj wnoi isnm noA penhj Ajuroas jo nquwt b ly najpi 
dohms Afjocp* mm 6 xouujbj wspj pauqeguj - uoiduDSdQ 



auozeqaivOC 




660£|.Z B «• 



j**o:>sip oi sdjnptd 

iuaje||ip 9 mi« siaA3| majauip 9 a* ajeuj. uotpe pue apznd 
sauiqiuoo iem aujeS awpippe ue a mux saonpid am jewraun 
oi no/ jugm i.uop Asm ,sqx> 6uipjen6 6uounoq 0141 jo ajewag 
F8A8t ixau am 01 paaDOjd pue amp«d ag] iBAooun jsjossos 
uiu) jo jied moA 1411M Ae* jnoA ino 03 <,sei\ueo am puigaq 
sajnjxl uappitj agi aas oi iuew Ageaj noA 00 - uoqduKdQ 



uiiq dojs ueo uosjad auo A|uo pyo^ 
ino 01 SU31SN0N DtlVNOI 6uuq 01 6mAj| si ag jaA pepua jou 
wy 1IA3 SM »«1 f»ap NIOT3 *«^os H»a - uoqduDsaQ 



U!PI3 10 




W<1 



ipaiSAOOun eq 01 6uijie« aje spiB agj. 
;)p<rvo uMop neajq noA sipotq atfl 11104 sdn-jamod unj pue injasn 
AjaA atuos ta6 hoa sipoiq aqi Aojjsap pue sgeq jooA mjim pi6 am 
fiuuaAOO aie leifl SHMiq am ph i^pueo aAa pue unj jeajfi |o qoj p 
lous-ams e si sipofq Axa$ ,)i 6uop eftqM auie6 a|Ajs atssep auiq 
lie ue Ap|d puv umop sp|6 e6ueui in|i)neaq dui$ - uoqdijosag 



s>poig Axas 



laatapoi JifiuQiiSBQiHMnoAupiuM ujun t uodw* put wwuoq 
ouj upVxuuj auiMsaui peunouiw a»A a*ua um «*jwid 
cpeoj ms fiuRCupd |0 «6mp u sq »« no^ uafiipj 
'lunAiMaoqodxsusauoNQMeMnoA mo« qofmwl 
not pue paNpJHu uaaq mt Ahujv) jnoA noA **iou 

•Ml ptMuo wt| m» *u puo* 3uj ui w6wj «0Bup k« *«a - uouduosaa 



SSE 




ZH.Cl-Z* B0# 



ajn(K( jo ssaoons quM jeypa pua |um ji - ixxssiuj 
apoins e si siq.1 11 aieu^ujai pue >aii«o opueunuoo A)u&w auj o» 
ujaisAs auj u 600141 Asm jnoA iu&^ Amaua jno 10 maisAs am ia)ua 
01 n uotssuj jno>, suoissiuj uoqejtiyui jqj peu&sap digs tequjoo 
tajoas-doj e ie\$ uoiinaN 1° ^fijeup ui aie toa - uouduDSdQ 




80Z3I-Z , 




«««M|C|Z«lcripiau pop«llHMfllliM«UfiO||na|oaiiiiAiid<N|iUB3 
no* put Y9N M » Wurts Ml won WM •>• lHuKor ««uia( _ _„._._^.v 
«toj)w«uoddoi«5iii«Mp (o»ui6u«iM»i«%ii«3nm-uoi|diDsaa I DOmc 1 



zaaonjney 




-. „ (m :, i m 11 Ihww mmm] B)na 1 1 10 ma h pipHMS ttoffv 
an si Mueid ou isoiae wwun auj wo uavt a«u, war* - uondUDsaQ 




• 3|quiny Auui|0p- 




Kkumod pue saqifige |eoads 
Uiw japu ouip aig pje«e leg] suiaii snuoq iea*aj ueo sieujiue 
peiunn saiujaue 6ui)*fio jdujo pue spjern fo (lasuim loaiojd 
sapeisop snoutA ssone duinl n sen japu oup auj 'Ougunq 
9|iiW lunom |njm*( snj to ¥>eq aifl no to iooj uo jaujia - eowp 
jo sp«u u«op iunt| 01 seu jaAeid aig ppo« oqdAieoode isod e u 
jaiun^esv auue6 6u|)oouc apeoje ue w jaooj ouiq - uoftduosaQ 



japiy oujQ 




I QOI.CI-Z 



my 




•« ««U « no< w jgpc •« unuo iwauj cmog M «l 
nq WJ punojs n u «w» W pue irai xa .souwio 
t|flmu p*» «fl til uvuj jvwjnq Dues c u Bum tuj puodnj 
ui dM^ 0| m no* l»uoma|0jd jioB OWNJUjnB 

Mjo<wawainuoiMwiaiu<kMSuaui 
0) fitaanst ujCuui Ougvu auj oBunp •anpiuajaajp 
«joiopi«pi»uii»liia<i) m •« 6u«n ajoisg -uoqduosaQ 




,jo6uep DuwoiD am inoqe aidoad ino* aAes ueo >egi -Buigi 
jo- auo Aiuo aig aje hoa Aued jaagunicu am inoqe no) 
jaiiuni Aue 06 pinoo Apoqou Aep ieui »uv ll^u A»Aa 
s, jq UJ04 &UHUOO ajaw leuj spunos fiuiujujnu pue 6ui 
aifl ipjeas 01 Si^aiunioA |0 dnoj6 e paiiuof sja£e»iA *j] aiuiiaujos 
japri sauomasaj ipep tm uo snooi pue apm 01 agseo pauassp 
e lubnoq «aisua|663 uo/\ jq isiiuaos pe^ - uoqduosaa 



8ZEUJ\/ 




^u&ie 10 unj digsaoeds 
1 6uwq fo ajeuim&u e aAiuns o( h j, - uoitduosao I ^ Q J, £ |„ J 




jspecussojo uo sinopogs 6uinei Aq aiini jdoA aAOJdun 
suieii oqjnj dn Hoy japouj >aAe|dijinuj u sjaAe|d layjo isueGe 
aoej noA se 4600x41 6musnj wjeuajpe auj |aaj - uoqduosaQ 



U||BU8JPV 




auieS BoiueuMu avuioippe 
ue ui »e jatsej aAoui pue isej yuiuj oi Ajiiiqe 
siuauoddo paiei iia* sbaoui Aiqepipajdun paeds - uonduosaQ 




zoiei-z 



,-. ■ . k woujlfnaii 

)o do) auj aouauadw pue awOQ u Suitold dots jouu pue paipoqs aq 
isnm not > peoniHop not aouo uogemSeun inoA puoAaq Af^ntoaqe 
aq id pue same6 apeoje auj se sioaua luanaoxa awes aqi seu 
ipu» oqujoo-/-snouni(ni Sumemieajq si ajagi 119*3 paieuosei noA 
aifeui i|i« soquico luegiuq 91 pue safieis owijojos iSAai-ajnui qjadns 
'pasds jo peduji aojay am auo Aq auo efetjs uo auioo fw sjatqoy 
aoexis au«6a|A!s-3ij|o vo»iaojveujs!auieesiui-uow)uosso 




Sja|L|Dl-J j 



toa igo isue6e AjiueifeA 14614 01 sjauued sig giuw punoifi 
eqi 0) umop iu«m pue xiuaoyd e ameoaq ag Aueuij injuied 
saqoojie s.noA %o 6uissauii* iaiiy suoqeiiaisuoo 
inos udAas agi buipueuxuioo sew 009 bmj auj 
jo uosaui pue uaAeaq jo po6 e 'anbng? - uajduosaQ 




VVZZIZ 



mm 



uAufd NJ uj6>4 cq noA bj Suik* p| 

0uj OM 1*6 0| 6uwU uMum 10 spavuoq Aq pepunoum wad fnq |ua#Mjp 
umm im *x*hutd to wan auj v unj 01 Apm not uy - uoqduosaQ 





nvoiNMon 3iiaoi/n 




MUSICBOX 



TOP 10 CHART 




Soundbuzz is an online digital music store that offers over 300,000 songs and videos available for download. Pick your 
favourite music from a wide selection of artistes from all major music labels and independents. Then conveniently 
download it into your computer or portable music player for unlimited playbacks. Visit www.soundbuzz.com and 
sign up for our FREE newsletter for updates on contests, promotions and the latest releases! 



FEATURED ARTISTE of the month 



Keane [Under The Iron Sea] 



KEANE 

UNDER 
THE 
IRON 
SEA 




Music was the only thing they wanted to do. Keane had a 
humble beginning and had initially started with 4 members 
in the band. After a failed initial attempt to land a record 
deal for two years, Tom Chaplin, Richard Hughes and Tim 
Rice-Oxley retreated back to the countryside with one less 
member. Things started looking up when they were given the 
chance to record some new demos at a dilapidated farmhouse 
in France. 

By January 2003, they released a record on tiny-but-legendary 
indie label, Fierce Panda and went back to Battle to record 
'Everybody's Changing'. All 500 copies sold and Keane toured 
the UK for the first time. Eventually they signed with Island 
and released "Hopes and Fears". 

"Hopes and Fears" sold over 5 million copies worldwide and 
was awarded Best Album at the Brit Awards in 2005. Two 
years after the release of their debut album, the band return 
with their sophomore album "Under The Iron Sea". 

" Under The Iron Sea " is their experiment with a darker, harder 
sound, with the retention of their trademark poppy melodies 
and epic choruses. In the songs they created a kind of sinister 
fairytale-world-gone-wrong and a feeling of numbness 
represented by a dark place under an impenetrable iron sea. 
The album features the first single 'Is It Any Wonder' and we 
think Keane's "Under The Iron Sea" should make your Top 
10 "Must Download" list. 



top 10 wmi 

ONLINE DOWNLOADS 


01 


Shakira - Hips Don't Lie 


02 


Lin Jun Jie - Zhi Dui Ni Shuo 


03 


Jolin Tsai - Wu Niang 


04 


Keane - Is It Any Wonder 


05 


Fort Minor - Where'd You Go 


06 


Red Hot Chilli Peppers Dani California 


07 


Teddy Geiger - For You, 1 Will (Confidence) 


08 


Daniel Powter Bad Day 


09 


Madonna - Move Along 


10 


Carrie Underwood - Inside Me Heaven 



TOP 10 
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RINGTONES 




NO. RINGTONE 


ARTISTE 


01 Hips Don't Ue 


Shakira 


02 Beep 


The Pussycat Dolls 


03 Kiss Goodbye 


Wang Lee Horn 


04 Wu Niang 


Jolin Tsai 


05 Temperature 


Sean Paul 


06 Because Of You 


Kelly Clarkson 


07 Where'd You Go 


Fort Minor 


08 Shan Hu Hai 


Jay Chou 


09 Yue Ding 


Guang Liang 


10 Crazy 


Gnarls Barkley 



REVIEWS 



To buy the above polyphonic ringtones, SMS to 77330 and include 
S8ZP with the ringtone's code in your message teg SBZP XXXXX). 
Each nngtone cost 553.60 Onty available in Singapore 
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A Girl Like Me 

Rihanna 

Hot on the heels of her 2005 debut 'Mink Of The 
Sun" which features the mega radio hit "Pon De 
Replay". 17-year-old urban princess Rihanna returns 
with the brand new album, "A Gill Uke Me". Expect 
more sun and fun In the form of Cairibean-styled 
dance pop tunes this lime round, with sc 
contributions from Ne-Yo. and a coliabo 
dancehall king Sean Paul on "Break HC 
sexy, infectious first single, "SOS", which sam 
Soft Cell's dassic "Tainted love", is already shaping 
up to be the huge summer smash this year. Check 
out the rest of her tracks on www.soundiun.com. 




Underage Thinking 

Teddy Geiger 

Teddy Geiger is a songwriting prodigy, a self-taught 
musidan who wrote and arranged complete 
compositions on guitar and piano by age eight. He 
combines cutting edge new school pop with a love 
and an understanding of the soul of rock's glory 
days. Geiger, who recently popped by Singapore for 
a showcase at Balaclava, wrote/co-wrote 1 1 of the 
1 2 songs from his debut album 1 Underage Thinking " . 
"Underage Thinking" features the familiar hit 'For 
You I Will' as heard on radio. Songs from "Underage 
Thinking" are available for download at 
www.soundbuzz.com now. 



WWE: Wreckless Intent 

Various Artists 

Hie latest WW compilation album. WWE: Wreckless 
tnent, ropes "m some of the biggest and hottest 
rock, alternative and hip-hop artists in music today 
- like KflswHrft Engage, Mercy Drive, P.O.D., Salisa, 
Shadows FaH, Three 6 Mafa and legendary band 
Motb/tiead - to perform the theme songs of WWE's 
superstars.The track, "Some Botfes Gonna Get 
was recorded in association with "World's Stio 

assodated with WWE Superstars Rey Mysierio, Rob 
Van Dam. The Big Show. Carton WWE Dfvas Tome 
Wilson, Candice Michelle. Maria, and the "King Of 
Kings" Triple H theme, performed by Motorhead and 
heard for the first time during WrestleMania 22' 




Stadium Arcadium 

Red Hot Chili Peppers 

Fans would remember Red Hot Chili Peppers' 
electrifying performance at the Singapore Indoor 
Stadium four years ago. "they return with their brand 
new album "Stadium Arcadium" since their 2002 
release "By TheWay". Exuding all the passion, energy 
and funked-up rock that have made ihe Red Hot 
Chili Peppers one of the most popular bands in 
history, this double-album release "Stadium 
Arcadium", will likely please most fans. Personally 
I feel that most of their song lyrics make absolute 
no sense, but that's just me. You can preview and 
download the tracks from Stadium Arcadium on 
www.s0undbuz2.com and gauge for yourselves 
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are different things, with the law often 
interfering with doing what is right. As 
the name connotes, this event is causing 
a major fracture in the already delicate 
relationships between many heroes. They 
may all be fighting for the same cause, 
but questioning those methods has now 
brought on a major conflict, and it only 
gets worse. Or better from the reader's 
perspective 



Ultimate X-Men, and his reboot of the 
Avengers that's simply titled The Ultimates. 
Both titles touch on themes explored in 
Civil War such as monitoring super activity 
and, in the case of The Ultimates, actual 
government sponsorship and control. 



considered mandatory for people 
interested in this political division of heroes 
and ethics. This is the main event and the 
one you'll keep tabs on to see who lives, 
who dies, who learns their lessons and 
who gets disillusioned with their world. 



The Brains Behind The Operation 

Civil War is in good hands on the writing 
front The Mad Scot Mark Millar, who 
some considered single-handedly made 
the Marvel Ultimate imprint such a hit, is 
handling the story chores. Millar is one of 
the new breed of writers that's cropped 
in the last few years and takes comics in 
directions it traditionally never even 



Of course the other half of any comic 
book is the artist, and this one is headed 
by Canadian Steve McNiven. Steve's clean 
but dynamic style has already graced the 
pages of other titles like Meridian, Marvel 
Knights 4, New Avengers and Ultimate 
Secret. Steve's success story is the kind 
that most people dream about He came 
to comic book art very late in the game, 
having previously worked as a teacher. 
He always thought of art as just a hobby, 
but one day his wife decided that there 
was too much potential there not being 



Civil War: Front Line (10 issues) 

Here's an interesting take; telling the story 
of the Marvel Civil War from the viewpoint 
of two reporters on opposing sides of the 
story. Sally Floyd is pro-registration and 
so covers the exploits of the heroes that 
are calling for submission to government 
mandate. Ben Unch looks at the anti- 
registration heroes and their fight for self- 
governance. There's also another 
perspective, that of lone survivor Speedball 



"As is usual in a crossover event. 
Marvel is not just creating a series; 
it's weaving that story throughout 
many existing titles. " 



considered Regarded as one of the more 
controversial writers today — some would 
even say Millar goes looking for a fight — 
he's created such titles as Wanted, a 
world where in the final war between 
heroes and villains the heroes lost; Trouble, 
a romance story of teen pregnancy 
concerning Peter Parker's origins that was 
so inflammatory Marvel had to declare it 
"not official continuity" to appease 
angered readers; and The Authonty, a title 
concerning superheroes taking over for 
the good of the world, filled with drug 
use. gay characters and mass destructions 
This last title was actually censored a few 
times over the course of its run by DC, 
leading Millar to break away from them 
in frustration. 



utilized, so she got him a ticket to go the 
San Diego Comic Con. Steve put together 
his portfolio, went down and met with 
small publisher Cross Gen comics and was 
offered a job as an associate penciller. 
After some time, that turned into a 
promotion as a full-time professional 
penciller and since then he's gone on to 
make a still recent but noticeable mark 
on comics in the last few years. 



Huge Sheaf Of Money Optional 

As is usual in a crossover event, Marvel is 
not just creating a series; it's weaving that 
story throughout many existing titles. 
While the hardcore comic fan may — for 
the sake of obsessive compulsive 
completion— collect every single title 
associated with Civil War, this isn't 
necessary. For the record, here are the 
major titles to keep an eye out for should 
you decide to |ump in. You decide which 
ones are worth picking up 



He is perhaps best known at the moment 
for the work he has done with Marvel's 
alternative line of comics, the Ultimate 
imprint, which is essentially a reboot of 
the existing Marvel universe to make it 
simpler and more contemporary for 
today's readers. His two big titles are 




and the rightful guilt he feels over the 
incident that sparked this entire war. 

Daily Bugle: Civil War Edition 

Marvel's Only Newspaper That Matters 
will be made available to the non-residents 
of Universe 61 6, so that we too can 
personally read for ourselves J Jonah 
Jameson's ranting. 

Regular Titles 

The X-Men, Spiderman, Fantastic Four, 
Iron Man, Captain America and a slew of 
other Marvel heavies will all have their 
tie-ins with the series. All told, Civil War 
and its various spin-offs will total up to 
74 issues. As to how many of those 74 
you actually read, well, that's your call. B 
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CIVIL WAR 



There are a few big things happening right now that are shaking up the two big houses of 
comics. On the DC front, there's a maxi-series called "Infinite Crisis" and its after-effects a year 
later, known as "52". Over at Marvel, there's a storyline called Civil War that's shaking things 
up in the Marvel universe in a much smaller, but no less important way; politically. This is the 
story I'm going to talk about right now. 

This story is particularly timely because it touches on a lot of sensitive nerves, especially in 
America when it comes to power, the misuse of it and the innocents that get caught in the 
middle of it all. It's also a much more in-depth — and more realistic — exploration of the 
Spiderman credo "with great power comes great responsibility". And it all begins with a reality 
TV show gone awry. 
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The Super-human Registration Act 

y"* | ivil War starts off with a crew 
V. I of "B Grade" superheroes in the 
Marvel universe known as the 
New Warriors. They were involved in a 
reality TV show that tried to capture a 
super team at work and caught wind of 
actual super villains that had escaped from 
prison and were hiding out in a suburban 
neighborhood. Seeing an opportunity to 
get higher ratings from an honest to gosh 
superhero/villain bust up, they raided the 
home and engaged in a battle. 
Unfortunately one of the villains, Nitro, 
had the power to transform himself into 
a massive explosion and then reform 
himself. He did so during the course of 
this fight, causing a death toll in excess 
of 800-900 at ground zero, a suburban 
neighborhood with a school. Nitro got 
away and Speedball, whose idea it was 
to take on these villains, managed to 
survive where his friends were obliterated 

As a result of this gross negligence on the 
part of the New Warriors (who are all 
presumed dead now), people began to 
ask some very fundamental questions. 
Why should policemen train for years and 
yet someone with a desire to beat up 
criminals can just wear tights, flout the 
law and assault people? Why should 
nuclear weapons be regulated while 
people who can cause similar damage just 
by thinking about it be allowed to act 
without safeguards? Why should civilians 
and other innocents pay in blood when 
superheroes and villains start knocking 
each other around in the streets? 

As a result of these questions, the 
Amencan government enacted the Super- 
human Registration Act, a new policy that 
required all superhero activities to be 
regulated by and answerable to the official 
state policy. Superheroes were asked to 
comply with this so that, like the army or 
police, they would not be an armed force 
above the law They started making lists 
and contacting the various heroes for their 
cooperation in being absorbed into the 
government machine. 

Unsurprisingly, not everyone agreed or 
submitted to it. 

And that is the essence of Civil War, heroes 
fighting each other for the question of 
responsible use of power through 
government regulation versus responsibility 
through self-regulation Both sides have 
their points made with some heroes saying 
it's hypocritical to be above the law while 
others responded that the law and |ustice 
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ASIA 

INTERACTIVE 
AWARDS 

2006 

Click here and we can take 
you to fame and fortune 

If your website design clicks with the judges at the Asia 
Interactive Awards 2006, you can gain regional and even 
international recognition for your talent and skill. Winning 
an award can boost your career or lift your firm's profile. 

We'd like to invite you to enter your best work in the area 
of interactive design. There are awards for various types of 
website, animation, e-newsletters, viral marketing, banners, 
mobile technology, copywriting, typography and more. 

The Asia Interactive Awards are the only regional awards 
for the companies and professionals working in this exciting 
new media. 

The AIA is supported by the International Promotion 
Marketing Association, the Asia Digital Marketing 
Association and Designers Association of Singapore as well 
as leading companies in the interactive field. The judges 
are stars in their profession and come from USA, UK, 
Hong Kong, Malaysia, Singapore and Japan. 

For details on the categories, and how to enter go to 

www.asiainteractiveawards.com. 
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Bleszinski has 
already proven his 
worth working on 
^amesllik&the 
Unreal suites an^ the 
upcoming next-gen 
title Gears Of War for 
the Xbo 360, so they 
took his inputs pretty 
seriously. , , 
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j Other Killer Games 

Stay Alive isn't the only movie that puts 
some kind of gaming element squarely 
in the enemy hotseat. Check out these 
blasts from the past. 



Tron (1982) 

tmmmm | Probably the first 
JHJ^I I game-centric 

I movie ever made. 
H it used a 
Ij technologically 
primitive (back 
then) but graphically dynamic CGI to create 
a world where a rogue Al sucks a hacker into 
the computer realm in a fight for survival. 



The Lawnmower Man (1992) 
PS !■ A product of the 



«* jVPv 90's fascination 
m _p^** with virtual reality, 
"<4i^BM|k ' Lawnmower man 
■~*mr^- was VERY loosely 

' based off a 

Stephen King story and somehow got 
transformed into a tale of a retarded man 
turned into a diabolical genius through the 
use of virtual reality enhancements. 



Amongst the games that they like to play, 
they collectively list many genres such as 
the First Person Shooter with Halo 2, 
Manhunt and Rainbow Six figuring heavily. 
Action games like God of War and Grand 
Theft Auto: San Andreas also were 
mentioned. And then of course, there are 
sports games, with Muniz admitting a 
particular fondness for basketball and car 
racing games True to stereotypes, there's 
one main cast member that's not that 
enthusiastic about games, and that's 
Samaire Armstrong, the girl of the group. 
That's probably helpful since her character 
is not too impressed with games either, 
having lost a friend already to the effects 
of the Stay Alive game that features in 
the movie. 

The Game Based On The Movie Based 
On Games 

One of the more interesting aspects of 
the production is just how much attention 
was paid to the eponymous game itself. 
Director Bell knew that he had to produce 
footage of this killer game for the film, 
but he wanted to make sure it looked like 
a "real" game. Most films make the 
mistake of showing games that are either 



hopelessly behind the times or, go to CG 
effects houses to produce games so 
impossibly good looking gamers know 
that no current machine can sport graphics 
like that. Probably the best example of 
this syndrome is the amazing CG rendition 
of Wipeout played by Angelina Jolie in 
the movie Hackers. 

For the Stay Alive game. Bell dived straight 
to the source and brought on Cliff 
Bleszinski as their consultant. Bleszinski 
has already proven his worth working on 
games like the Unreal series and the 
upcoming next-gen title Gears Of War for 
the Xbo 360, so they took his inputs pretty 
seriously. When it came to actually 
designing the game, they went to a 
company called Pixel Liberation Front to 
do the honors. The big challenge was to 
make sure that the graphics looked 
realistic, but not in the photo-real sense 
The mandate was to create gameplay 
footage that looked like it could be played 
on one of the next-gen consoles of today, 
or on a high-end gamer's PC. The reason 
for that is, surprisingly, in the hope that 
a full game could actually be developed. 



At this time it's still unknown whether 
there will in fact be a game. Development 
of a full game costs millions of dollars, 
and the viability of that kind of spin off is 
dependent on the success of a movie But 
there were initially hopes that some kind 
of a playable version might be ready by 
the time the DVD came into release. The 
DVD is already slated for an August release 
and no game is in sight. They might also 
want to note that it's an ambitious thing 
to create a video game, as the boys at 
Valve will tell you, since Half-Life 2 took 
6 years to produce - for that kind of 
magnitude. 

Still, if you're looking for more game- 
centric movies to satisfy your curiosity 
after the likes of Silent Hill or Grandma's 
Boy this might be one more to add to 
your list. Or if you're simply a fan of the 
slasher genre, then this might fit your bill 
as well although the PG-1 3 rating in 
America means that the actual slaughter 
is watered down considerably. B 
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The Killer App 

T | he plot of the movie is your basic 
I I summer popcorn stuff A group 
of teenagers who are avid 
gamers get the opportunity to stumble 
across an oft-rumored but rarely seen 
unpublished game called Stay Alive Like 
anyone given the opportunity to try out 
something that seems like |ust an urban 
myth, they jump at the chance to play. 
But the survival-horror game they play 
has horrific side-effect, anyone that dies 
in the game dies in real life in the exact 
same manner as their m-game character 
The rest of movie is about the attempts 
of the survivors to get to the bottom of 
these virtual-made-real killings and put a 
stop to it before they all get picked off 
So far it sounds like a summer movie in 
the same tradition of good old fashioned 
American honor-slasher flicks, so what 
makes this different' 

Well, there are the claims ol gamer blood 
on the part of the crew First oft. the 
director and co-writer William Brent Bell 
is a gamer earning instant street cred with 
the claim that his gaming days extends 
back to the 70's with the first Odyssey 
console He cites console games like 
Resident Evil and Fatal Frame as favorites 
and even goes so far as to make a nod 
to Fatal Frame within the movie itself. 
Fans of the series that keep a sharp eye 
out will recognize a certain archaic looking 
cameia as being guite similar to the ghost- 
fighting weapon used in the famous 
Japanese horror game 



Like many projects in Hollywood, there 
was nothing overnight about this one; 
Bell and his partner in crime, producer 
and co-writer Matthew Peterman have 
been shopping a game-centric movie 
around for a few years with little success 
Enter the public controversy behind 
dangerous gaming, and it was only with 
Hollywood's notice of increased interest 
in games that they finally found some 
investors to start production Spyglass 
Entertainment stepped in as the film's 
producers, which makes some sense since 
they previously financed a little horror film 
that you might have heard of called The 
Sixth Sense 

The cast themselves are mostly versed in 
the ways of gaming, but being young 
themselves, that doesn't really come as 
much of a surprise One of the things they 
really like about games is that they help 
to pass the time during the adjustments 
between shoots, as the whole process of 
lighting a particular set or testing the 
safety measures can sometimes mean 
hours with the cast standing around 
having nothing to do. The ones in the 
cast that count themselves as gamers are 
the boys, consisting of Jon Foster, Frankie 
Muniz and Jimmi Simpson Foster comes 
from a pretty large body of TV works 
including Life As We Know It Muniz will 
be a very familiar face to fans of the 
Malcolm In The Middle TV series since 
he's Malcolm, and Simpson has appeared 
on TV's Carnivale as well as Herby Fully 
Loaded 
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J Stay Alive's Roots 

The movie may be taking on the 
relatively recent controversy in games, 
but this isn't the first time the evils of 
a particular hobby have been exploited 
by Hollywood Paranoia. Quite a few 
movies have already used various vices 
as the catalyst for taking people out. 



Mazes & Monsters (1982) 

^"^^^^ the dangers of 
table-top RPG rolepJaying. In those days it 
wasn't viewed as an embarrassing geek 
activity, but a satanic ritual that could turn 
you into a crazed, suKidal maniac. 



The Ring 

— — Whether you're 

Ik talking about the 

ij^^^V original Japanese 

^SBP A— version or the 

^^^^mw 1 Arrwrican ' ze ^ 006 
m " with Naomi Watts, 
the influence is undeniable and even 
acknowledged by the director himself. The 
'daisy chain" effect of people passing 
something on that result in death is earned 
over. In The Ring it was a video tape. In Stay 
Alive it's a video game. 
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It you're not 
familiar with the below 
name, Jack Thompson is 
the sensationalist lawyer in 
America who has coined the 
phrase "Pixelante" to describe 
gamers. He also believes that il you 
walk into a school and shoots or assault 
people, it's because you play video games 
and the fact that you live in an abusive home 
and getting regularly tortured had nothing to 
do with it. It's safe to say that when the media 
crows about the evil of video games, you can bet 
he's the one on the talk shows doing all the ranting 
or going to court suing the game developers. 



This is why a movie about kids who play games and 
then realize that the game is actually killing THEM 
in real life is just fhe kind of thing you'd expect him 
to swoon over. Stay Alive is that movie. The real irony 
here is that while this sounds like another movie made 

to exploit the current controversy and paranoia 
surrounding games, the crew and cast behind the film 
claim a large number of gamers in their ranks who loudly 
assert that this isn't a game bashing movie. 







Jack Thompson, This One's For You 
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Retro Night 

DATE: 18 AUGUST 2006 
TIME: 7PM- 10PM 
VENUE: ZOUK 

For more details, do visit www.hardwarezone.com/8 
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THE CARD GAME 

We are all spoilt for choice when it's music-on-the-go, 
but these people have got their choices down pat. 
What do you use to listen to when it's music-on-the-go? 





Xuan Bin (aka XB). 19. I used to play Magic the 
Gathering, but I sold my cards off eventually. Parting with them 
wasn't an issue for me. I got some moolah from them! 

What does he play now? Adobe Photoshop / Illustrator & Fireworks 
Flash 

(OtW: We love our ever talented and dedicated UW designer, XB!) 



Robyn Lee, 20, "There's this game 
called Indian Poker which involves screaming 
someone else's name, I played that a lot last 
time. It's a riot!" 

What does she play now? Dead or Alive, 
FIFA World Cup, Fight Night, racing games like 
Crash Bandicoot, and others like Batman. 

|OtW: What are the chances in this doll being 
a gamer too! We love her even more for 
screaming our names on the streets! 



Syed Arafat, 19, 1 played Bluff a 
lot, because I like to lie, and Bluff is the only 
legal scope of lying in this world, and no one 
would say 'liars go to hell'. 

Whafs playing on his list? Old-school 
Utopia (a web interactive game) 




Valerie Anne, is, 

"Heart Attack used to almost make me pee myself from laughing 
so hard at how crazy everyone would get. " 

What does she play now? A game of Heart Attack or SNAP any 
day would make her double over. But you can leave her with puzzle 
games like Big Money Deluxe and Load Runner for hours 



Yl HAN. 19, "Tai Di", (loosely translated 
as Big Two') is a great game! That's because 
it was the closest thing to gambling I could 
ever get to without using money and I usually 
win. Oooh! I love happy family too!" 

What does he play now? Heroes of Might 
& Magic VI. 



WAYNE LIM, 16, "My big brother 
(now 25) still owns a collection of over a 
thousand Magic the Gathering cards! He 
doesn't play them anymore, but I don't think 
he's going to sell them. I would play it, but 
there's the PC version." 

What does he play? Maple Story and Wild 
Arms 2 

Louis Khoo. 19, "Card games?! My 
friends still play card games till this day and 
they're my age! All I can say is "C'mon guys, 
when are you gonna grow up?" 

[OtW: Maybe playing Heart Attack as a kid 
shocked out of him his possible love for card 
games? Tough love.l 

ELIN WONG. 18, "The only card game 
I had in the house was UNO. My parents 
thought it was a healthy game, and besides 
I didn't understand the rest like Magic the 
Gathering. I still have my UNO cards; care 
for a round? 

What does he play now? DOTA, Warcraft 
III, Need for Speed 

Norah Dilah, 17, "UNO was the main 
card game, back then (when I was in primary 
school) it was really popular! " 

What does she play now? Warcraft III 
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Name a Trading Card Game Contest FREE Gamers' PARTY @ E2Max 



Have you heard of Trading Card Games 
like Magic the Gathering™ or Pokemon™? 

Here's your chance to help us name a NEW 
Trading Card Game coming to Singapore! 

200 Winners will be invited to a special 
workshop to be GameMasters for the new 
Trading Card Game! 

To take part, SMS your: ( Full Name, 
Birthday and Name for the Trading Card 
Game ) to this mobile number: 94693266 

Or EMAIL your entries to: info@sgga.net 

Send in your entries today! This contest 
will end on 25 JULY 2006. 



CLAN SPONSORSHIP Interviews 

SGGA is giving out a one year LAN Training 
Sponsorship to a gaming clan in Singapore! 

Interviews for Sponsorship will be held at 
Woodlands National Library on 22 July ( Sat ) 

To apply for SGGA Sponsorship, EMAIL 

your: ( Clan Name, Member's Names, NRIC 
Contact Number and a short write-up about 
your clan ) to: info@sgga.net 

Limited interview slots available. Send in 
your email before 15 JULY 2006 to apply. 



SGGA Members and participants of GameFest 
Workshops and Seminars are invited to join 
us in this exclusive Free Gamers' Party! 

Find out if you're a winner of GameFest 2006 
during the party followed by a wild session of 
FREE gaming session sponsored by SGGA. 

To reserve your seat, visit our website: 
www.sgga.net and register online or mail a 
completed Member sign-up form to us. (below) 
Membership is Free for all gamers! 



SIGN UP AS A SGGA GAMER TODAY? 

FREE Sign-Up! Simply complete and cut out this section 
and mail it to us at : " SGGA, Woodlands Post Office, 
PO BOX 299, Singapore 917313 ' 
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Full Name : 
Birthday : / / Age : 

Day Month Year 

Home Address : 

Singapore ( ) 

Email : 
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RANT 





On the Wire is a snippet of the 
UrbanWire, where little is held 
back and you get a full frontal of 
what we think. Somehow, we 
never thought it would happen, 
but Game Axis was oh-so-kind 
ot let UrbanWire have a free 
speech spread Hold onto your 
seats, people cos' this is the first 
OtW of many to come. 

UrbanWire is an entertainment 
e-zine handled by 3rd-year Mass 
Communication students from 
Ngee Ann Polytechnic. Got 
something to say? Holler to 
urbanwire@g mail com! 



Haute to be Geek 



The writer of this Rant piece is NOT a 
would waste space in their magazine 
what the heck they are talking about, 
observations and dates. 

G| eeks are all the rage these days 
I How so you ask? Have you not 
" seen the throngs of girls who 
fawn at the feet of the country's gamers? 
Have you not seen the constant media 
coverage of these digital realms? Have you 
not heard the lingo of the new society - 
Geek-ity (like City, but Geeky) - the verbal 
commands that I am bound by law never 
to place in print! If you have yet to catch 
the Geek Wave -"Hello! Where have you 
been?" 

There are several ways that you can ride 
on the Geek Wave. One way would be to 
date a geek. Dating a geek these days is 
as fashionable as the classic little black 
dress; it'll never go out of style! This, if you 
were wondering, is exactly what 'haute' 
means - immensely fashionable. So why 
are geeks haute? 

Geeks are haute for oodles of reasons (and 
I can come up with 7 right now!). 

Reason #1: They are a Fix-Me-Upper 

They can fix almost anything (your hair and 
makeup not inclusive). I mean stuff like 
your PC and other electronic gadgetry that 
have me muddled and befuddled. 

Reason #2: Trophy-girlfriend? What? 

Most geeks don't believe in the trophy- 
anything - unless it's the cup for the Xbox 
Challenge or the Counter-Strike 
International Championships. Now that's 
a geek who knows his priorities. 

Reason #3: Sweet and Simple 

They love their sweetheart in a simple jeans 
and T-shirt combo coupled with the ability 
to hold a conversation (preferably about 
Star Trek or World of Warcraft, but they're 
forgiving). 

Reason #4: Their 'l-just-f inished-a-24hr- 
gaming-marathon' look 



geek. In fact she is a nerd, fashionable but still nerdy nonetheless. Why GameAxis 
on Ms. Shila Naidu, when they could easily give it to someone who would know 
is indeed baffling. She has however, had her fair share of geeky encounters. 



Do the cool dudes at RageFaction count 
as 'Haute'? 

I don't know about you but I relish the 
unkempt hair, stubble (of course I'm 
referring to guys, as I am a girl) and huge 
earphones hung around the neck. (I'm 
feeling all shivery inside just thinking of all 
those traits of a geek!) 

Reason #5: Persistency is key 

Anyone who will work their way up the 
treacherous levels of Final Fantasy, Shining 
Tears or any other X-box game, despite the 
blood-thirsty creatures of the night chasing 
them and not give up half way, speaks 
plenty of their perseverance. They probably 
won't give up on you either. 

Reason #6: Play a game of Memory 
Cards 

Since being a geek usually involves a good 
memory of numbers and sorts, geeks will 
almost never forget important dates! So 
you won't find yourself hinting at your 
honey, "Wow, doesn't today feel extra 
special?" 



And last but not least, the biggest reasons 
why I think geeks are haute - love them, 
date them, befriend them - whatever! 
They are simply haute because... 

Reason #7: Their 'regular-Joe' persona 
and sincerity 

Though some mistake their regular-Joe 
personas as "misfits" of society (ugh ), hear 
me roar my love for geeks! I 
LOVELOVELOVELOVELOVE GEEKS! This 
personality is the foundation of any geek, 
and I have yet to be proven wrong. 

Tis' a pity though, I've seen a handful of 
really promising geeks who've broken the 
delicate balance of what makes them so 
cool in the first place. 

So here are some pointers from yours truly 
to you geeks out there. 

Don't let it all fall apart by being something 
you're not. Just understand that you're no 
50 cent. So no "Fo shizzle ma nizzles" 
under any circumstances, breakdance 
and/or gyrate your hips at a club or wear 
eye-blinding bling-bling. I'm not saying 
geeks should just stick to their computers 
and comic books but when you do go out 
and get down, it's ok to be different from 
all the smooth-talking, shot-downing 
hotties who are simply out to impress the 
ladies. I think it's way cooler to be the quiet- 
cutie than the flamboyant wannabe. That 
way you let the goods come to you. And 
if you fail, no one saw you try that pants 
ripping stunt in the club or that walk you 
practice in front of the mirror at home. 

If you aren't a self-professed geek, but are 
contemplating on dating one. ..I say, "Do 
it already!" It'll be the best dating decision 
you'll ever make. It's true what they say; 
once you go geek, life will never be 
bleak. B 



TV Junkies 



We watch TV, we love TV, and we review TV! 
What do we think about reality TV series 'Singapore 
Idol' and the cat-fighting contestants of 'Project 
Runway' and fresh talents on local series 'ABC DJ'? 
Read about it in the TV section of the UrbanWire. 
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^ Our Little Bridge to China 


^ Win Me Over 


Podcasting is the latest form of blogging, and with 
TriMedia hooking up with NP's Teaching & Learning 
Centre; finding out about China will never be as 
fun or as easy. Take a listen to 'Xiao Qiao' (it means 
'Little Bridge' in Mandarin) on the UW. 


Shopping during the Great Singapore Sale may be 


not your cup of tea, so how about catching a movie 
on the UW house? Pick up giveaways like these 
this July only on the UW. 




SHOWROOM 

i Rochor Canal Road #06-68, Sim Lim Square, Singapore 188504 
Tel: 6336 1136/7 Fax: 6334 7050 



Celeron. Celeron Inside. Centrino. Centrino Logo. Core Inside. Intel. Intel Logo. Intel Core, Intel Inside. Intel Inside Logo. Intel SpeedStep. Intel Virv. Itanium. Itanium 
inside, Pentium. Pentium Inside, Xeon and Xeon Inside are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and 
other countries. 
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Performance 




Ace Z Syste ITl S based on the 

Intel® Pentium® D processor feature new 
dual-core processing for improved multitasking 



inteD] N 1 ' SUN MOBILECOM DISTRIBUTION 

^ 18 Tannery Lane, #03-02 Lian Tong Building, Singapore 347780 

■■■■■ I Tel: ^5) 67Zf2 0501 Fax: 67Z * 2 0107 
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InFocus & GameAxis 

* CONTEST 




Cut here >^ 



InFocus, the industry pioneer and leader in the projection market, brings 
a new level of home entertainment with the introduction of the InFocus 
'Play Big' series of digital home projectors. The InFocus IN72, IN74 and 
IN76 projectors are stylish in design and brighter than most plasma TVs, 
offering consumers the best value per diagonal inch for big screen. 

Perfect for gaming and watching movies, the Play Big series boasts HDMI 
(High Definition Multi-media Interface), which provides the highest 
quality video interface available from DVD players, HD receivers and 
new HD game consoles with HDCP (High-bandwidth Digital Content 
Protection). For superb brightness, contrast and overall video quality, 
video images are enhanced with Pixelworks™ DNX video that utilises 
sophisticated digital video processing to deliver lifelike pictures. 



CONTEST: 02 

InFocus & GameAxis are proud to present "Play Big" contest 
where 2 lucky winners will stand a chance to take home an 
InFocus IN-series projector, a projection screen and an exclusive 
InFocus soccer ball! Simply feel up the coupon below, and send 
it to 20 Ayer Rajah Crescent Technopreneur Centre #09-14, 
Singapore 139964 with your full name, NRIC. address and contact 
number. Simple eh? 

f\ «f I Name the series for InFocus' latest offerings of digital 
III home projectors 




f\ Name the latest input that InFocus projectors have that 
11^ provides the easiest and highest quality video interface 
" from DVD players, HD receivers and HD game consoles? 



•Closing date: 31st July 2006 
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GKG800 



III 



It's sleek, cool, and chic and has a design that would make superficial-chasing fanatics 
go nuts. Ladies and gentlemen, LG Electronics (LGE) has finally produced a phone that's 
worth dying for. 

It's a wonder how the Koreans managed to conjure up something so gorgeous. Nevertheless, 
before you start rushing for the phone, do know that beauty doesn't always come with 
brawns and in this case, form doesn't always come with function. 



Design 

It's sleek and the slide function makes you feel really 
cool. LGE have also come up with something no one 
else has - a heat-sensitive touch pad Although 
resembling pretty close to a black iPod, someone with 
big thumbs would easily overlap the keys and start 
some other functions. It doesn't have many buttons 
protruding around too, making it look simple and 
elegant with a simplistic touch. 

What irks me and leaves me in horror though, is that 
the LCD display and the casing are easily scratched 
Even the casing that LG provided was at best, not useful 
as it didn't cover the LCD nor the touchpad. 



Function 

Here's where bulk of the problems lie The "end call" 
keypad exists on the right side of the phone, giving 
you some getting used to do. The cover for the USB 
socket looks frail and fragile and many a times I was 
half afraid I would break the cover while trying to 
recharge the phone. 

The SMS is another major prick With or without the 
T9 function, it takes forever for the text to come out 
and if you're fast with your fingers, you'll probably 
have to have the patience of Moses and a lot of adapting 
to do with the phone. 

While the mp3 player gets a major thumbs-up, the 
memory allocated is somehow malnourished. The KG 
800 doesn't except external memory and with only 
128 MB of internal memory, it doesn't leave you much 
space for videos, music and pictures The music shuffling 
program also needs a lot of refinements to do. At times 
it keeps playing the same song over and over again 
However, the Chocolate phone allows listeners to plug 
in their own headphones into the extension provided 
by LG and for once, the mouthpiece actually resembles 
a cool discman remote control 




The KG800 is one of the first phone 
feature a touch-sensitive interface. 



nes to 

:e. 



Overall 

The Chocolate phone is incredibly 
gorgeous, incredibly hot but not 
incredibly useful The aesthetics is 
fantastic and the touchpad |ust makes 
it look all the more irresistible. 
Improvements could be made on the 
SMS function and the user-friendliness 
of the phone overall. The battery life is 
decent, lasting similar to other phones 
of this range, which is about 2 days odd 
with standard phone calls and music 
playback However, ignoring function 
for form, the South Koreans have indeed 
invented the ultimate design phone G 
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©Sony Ericsson W710i 

Website: www.sonyericsson.com 

If the Razr V3i Gold is for Posh Spice, the W710i must 
be tailor-made for Sporty Spice. The W710i is another 
phone under Sony Ericsson's Walkman range, but this 
clamshell is clearly designed for those inclined towards 
sports. A built in motion sensor measures speed, distance 
and time when you're running, and a counter keeps 
track of calories burned. The phone also comes with 
a 2.0 megapixel camera and a 512MB Memory 
Stick Micro (Expandable to 1GB) The W710i could 
well be the ideal companion for your gym sessions. 
And, best of all. with the W7 1 0i taking the place 
of that mp3 player you used to tog along, 
there'd be no more missing of phone calls. 



Key Features ^ - * 

© 2.0 Megapixel Camera 
© Complete Wafcman muse experience 
- : mfcafans 
8 88x48x 24.5mm 
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©Sony Ericsson W850i 

Website www.sonyericsson.com 

If you thought the W810i currently making its rounds on the 
market was cool, wait till you get your hands on the W850i. 
The W850i is the first phone from Sony's Walkman phone to 
incorporate a slider. Besides looking good in Precious Black or 
Golden White, the W850i is jam-packed with all your favourite 
features including the latest Walkman player 2.0, a full horizontal 
2.0 megapixel camera and a supplied 1GB memory stick pro 
duo which can be expanded to 4GB. If you've always wanted 
a walkman phone but was never a fan of boring candybars, 
thick clamshells or cumbersome twisters, the slider W850i 
phone may just be what you're looking for. Patience is key, 
though, for the W850i is only expected in stores in the 3rd 
quarter of the year. 



©Motorola Razr V3i Dolce & 
Gabbana Special Edition Gold 

Website www.motorola.com 

Fashion truly meets tech here as Motorola and fashion 
superpower Dolce & Gabbana join hands. The Razr V3i D81G 
Special Edition Gold is a spruced up version of the highly 
popular V3 and incorporates several new features including 
a video clip laden with the history of Dolce & Gabbana. Its 
claim to fame here is clearly its gold clad exterior and interior. 
Even us boring tech types couldn't help but let out a whistle 
under our breath upon laying our eyes on it. There'll be 
limited numbers of these on the market so Tai Tai's and those 
looking to up the 'bhng' factor best rush as sets go on sale 
in early June. 



'.V.V.V.VtV.V. 9 
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My Music 

©Online Store 
S Now Playing 

©Albums 
©Tracks 
® Playlists 
Open ^ 



Key Features ^ 

© TradUD™ - music recoqrttion 

© Advanced Wcttman® 2,0 muse ptdyer 

- 2 iMOBta Bran mjfi dU | Boon 

© 3GVdeocal 

© 98x47x21mm 

P..69 





©DopodStrTrk S300 

Website www.dopodasia.com 

The futuristic moniker that comes with this 
phone is more than appropriate upon laying 
your eyes on it. In fact, this phone is ahead of 
its time more than just in terms of looks. At 
just 99 grams and 1 5.8mm thin, the S300 is 
the slimmest and lightest clamshell smartphone 
in the market that runs on the Windows Mobile 
5.0 platform. Finally, a full-fledged smartphone 
that doesn't cause a major bulge in your pants, 
doesn't cost a bomb, and is dedicated to 
Trekkies. What more can you ask for? 
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9 Video Captm&Ptytak 

9 Dote & Gabbana \Ayipapei Screens and 
Sounds 

I Soc<dVidEDdD: 20 fend Dote & 




GO-GOG ADGETS » 





having your mobile phone to reach for, floating 
aimlessly^ftting on the train without being able to sms away, 
not being able to bug the boyfriend at every waking moment, 
not being able to catch up on the latest gossip... it is like a 
doomsday scenario to some! This issue, we pay tribute to the 
one gadget most of us take for granted, but cannot live without. 
Implicitly yours, here's a spread of some of the latest mobile 
phones on our shores. 
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©Nokia 6125 

Website: www.nokia.com.sg 

Like the 6131, Nokia's 6125 is a clamshell 
phone that folds into a smart, compact form 
While targeted at the mid-range user who 
does not require the frills and spills that come 
with a smartphone, the phone still comes with 
enough bells and whistles to satisfy most. A 
1 .3 megapixel camera, integrated music and 
FM player, Bluetooth and a MicroSD memory 
card slot are just some of the notable features 
encased in this predominantly silver phone. If 
you're not the sort to use the hundred and 
one features of a high-end phone, the 6125 
should suffice. 



Key Features 

© 1 J megapixel camera 
© 8x figital zoom and video recorder 
© Integrated muse player, stereo FM radw 

and Visual Radb 
C S*«rJpdrjie McoSD memory card slot 
: . xHTML trrwAer 





©Nokia 6131 

Website www.nokia.com.sg 

While everyone else is releasing slider phones, 
Nokia eschews the tide and sticks by its 
successful formula. The 6131 continues the 
company's love of releasing quality clamshell 
phones which has struck a chord with 
consumers in the past and garnered it a 
strong following. The 6131 comes with a 
1.3 megapixel camera, Bluetooth and an 
integrated music and FM player. With an 
innovative One-touch push-to-open key, 
the handsome 6131 attempts to negate 
the need of operating the phone with 
two hands. Make, receive calls and 
even message with the luxury of a 
free hand to sip that smooth latte. 



Key Features \^\\\\ 

© urelaxfipush-t&flppikeyand 

ergonorruc keypad 
© IT QVGA mail rfcplay in 16 7 mikxi 

colors 

C Mr-grated 13 megapixel camera 
C 8xrigtel2Dom and wJeo recorder 
Inif^rateddgtalmiK player and FM 



©BenQ-Siemens CL71 

Website www.benq-siemens.com 

If the high number of new slider phones being 
released into the market is anything to go by, 
this is the year where sliders come to the fore 
and take the throne once occupied by thp 
clamshell. BenQ-Siemens CL71 continues the 
prolificacy of sliders flooding the market wth 
their solid yet slender CL71 . At a slim 17 8 
mm, the CL71 is the recipient of an iF Aww 
for outstanding design. Touted as a multimedia 
phone, it carries a music player a 1 3megapmel 
camera and expandable memory to store a 
those songs and pictures. With build 
quality to rival a tank, the smart CL71 
is the gentleman's choice for a 
multimedia phone. 





©BenQ-Siemens E61 

Website www.benq-siemens.com 

Jumping on the music phone bandwagon, 
the E61 is BenQ-Siemens's offering to the 
ever growing stable of music phones on the 
market. The candybar E61 provides direct 
music keys, but, interestingly, it opts to sit 
the buttons at the top of the phone's slender, 
tapered body Music playback can last a 
good 10 hours and a MiniSD card, 
expandable to 1GB provides storage duties 
for your tunes while a VGA camera provides 
for photo-taking duties. Our sample unit 
came in smart white, while a black and 
orange finish is available for those who love 
to play that funky music. 



Key Features"™^ 



* ©fcD^ZomV&ACarnera 

j ©DedicatBiMuskKeysfaMraplayet 
B'>" . ©MiraSD card slot, max 1G8 
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TEXT BY M. KHALID IBRAHIM 



The heat is up and the sun is well and truly bearing 
down on us now as the year hits its halfway point. 
Often a time of wet handkerchiefs and curses flying 
at broken down air-cons, we're the odd ones out who 
rejoice in this heat, or as we like to call it, warmth. 
Looking at the bright sun, glinting against the softly 
swaying green grass makes us feel all warm and fuzzy. 
So we thought, why not spread the joy over to you 
with this spread of gadgets that are bound to tickle 
the sunny spirits within you? 
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©Hitachi 1080 HD ALiS 42-inch Plasma IV 

Website: www.hltachi.com.sg 

Hitachi has released the world's first HD 1080 42V Plasma TV. Simple, but smartly clad 
in black and accentuated by aluminum speaker columns, it reminds you of that oft 
used tall, dark and handsome description. Its claim to fame - achieving a resolution 
of 1920 x 1080 pixels on a 42V plasma TV - is backed up by the ALiS (Alternate 
Lighting of Surfaces) moniker it adopts, which is a unique new invention that Hitachi 
claims will present a " unique sensory experience ". It also boasts high-quality surround 
sound with 10 integrated three-way, 36W micro-speakers and a set of twin 2-channel 
subwoofers. Nothing is left to chance here as Hitachi attempts to delight both your 
visual and aural stimulus with one swoop 



Uy Features ^» 

O 1024x1080 pw* 

© 10 Integrated tt¥«?-way. 36Wm«D- 

antes 

G Motorized «wH base 
©SDMemoy card slot 
£ USB Corrector! 



©Creative Zen Aurvana 

Website: http://sg.creative.com 

The inconspicuous Zen Aurvana could be a godsend for those 
that crave for pristine silence. In-ear earphones - those that 
go deep in your ear canal and does double duty as an 
impromptu ear cleaner - tend to block out a significant level 
of outside noise once a tight seal is achieved. The Zen Aurvana 
is touted to block out up to 90% of ambient noise. Aside 
from that, this feather-light earphone - just 13g - actually 
jostles the ear with quality music - a balanced and composed 
delivery that is more workmanlike rather than spectacular. The 
earphone may not boast spectacular dynamics, but it is faithful 
to the music across the spectrum and delivers for those looking 
for something that doesn't shout out at you like a salesman 
with a loud-hailer, but rather, coddles you in its own unassuming 
manner. 




©Creative SL3100 Wireless 
Bluetooth Headphone 

Website: http://sg.creative.com 

The Bluetooth brigade is clamoring for headsets to empower mobility, 
and Creative's SL3 1 00 is rising to serve that call. The SL3 1 00 is a wireless 
headset with a band that wraps round the back of your neck rather 
than the top of your head, much like those fashionable street 
headphones. These heavy phones, 
though, aren't design for the street. 
Indoor use was what the designers 
had in mind for it, with a 10m 
wireless range and up to 8 hours 
of music with its built-in 
rechargeable Li-Ion batten/. 



Key Features 

; © Range of up to of 10 meters 

Bn*#i Uhiixrvtari battery (rettogeabte) 
© lOKz 20kHi Frequency response 
© S^ tt>^»RauoofUpto85dB 
© upto8hounpieytfnecricriectidfge 
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©Toshiba REGZA 

Website www.toshiba.com.sg 

Taken from a literary German word 
'regsam' which reflects vibrancy and 
dynamism; qualities Toshiba hold in 
high regard, Toshiba's REGZA LCD TV 
range attempts to inculcate such 
qualities into neat and smart package. 
Coming in various sizes which start at 
26 inches and go right up to 47 inches, 
the REGZA range boasts several new 
features such as Meta Brain Pro and 
an advanced 3D colour management 
system. The proof is in the pudding 
though and the REGZA range shines 
bright with vibrant pictures of a high 
quality. The REGZA range of TV's will 
be available in Singapore from May. 



Key Features 

© Meta Ban Pro 

© 3-D Colour Management 

CHDM Interfax 

£ SRSWOW 

© Full HD Panel (for 47 inch model only) 

C Jet 9t Speaker System (for 47 reh model only) 




Key Features 



O 50 Megapixel CCD sensor 

© Integrated 32M8 and SD expansion slot 

(SDcardupto2G8) 
©8x Digital 2oom 
© 2.5' [TPS TFT LCD screen 
© Motion Stabthurer technology 
© ReaMme TV recording 
© MP3 player 
© Voce recorder 
C Webcam 



©Creative DiVi CAM 525D 

Website: http://sg.creative.com 

The 525D is a 5 megapixel still camera for the whipper- 
snappers and a portable video player for the video enthusiasts. 
Incredibly, it also function as MP3 player, a voice recorder and 
even doubles up as a webcam. All in a handy package that 
you can comfortably tote around with you. 



©LG Emotional Series LCD Monitor 

Website: http://sg.lge.com 



It'll still be some time before we get to 
see the LG's Emotional Series, as it is 
only slated to hit our shores in the 3rd 
quarter of this year But we've been so 
smitten by it we just had to tell everyone 
about it. If beauty is in the eye of the 
beholder, the Emotional series has 
certainly captured our eyes and got our 
knees buckling. With a simple and 
elegant slim design perched on top of 
a beautifully framed fat stand, the stark 
contrast gives it a killer look. 





Casio EX-Z1000 

Website: www.exilim.com/intl 

Casio is pushing boundaries with its latest offering. The EX-Z1000 compart camera 
boasts a megapixel count that reaches the dizzy heights of 1 0. 1 megapixels. Where 
you could only previously get such a high count in DSLR's, it's amazing how fast 
technology has moved to present us with such a high count in what can be 
considered a pint-sized compact 

<«>' 



camera. Like most compact 
cameras, a 2 8" LCD display 
takes the place of the traditional 
viewfinder, while the rest of the 
features are nothing outstanding 
and are commonly found on a 
camera in this price range. 



Key Features 

© 10.1 Megapixels 

C 3x Optica Zoom 

S 2.8" LCD Display 

© 92.0 Wl x 58.4 <H) x 22.4 (D) mm 

© AppMr-ulety I39g 
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GEARUP! 



^ WHAT'S INSIDE 



75 GO-GO GADGETS 

Go go get all em' gadgets for 
every technological whim and 
fancy. 

71 PLAY | TEST 

Dissecting the latest and 
greatest gadgets for tech 
emancipation. 



67 ON THE WIRE 

The iPod generation gets 
unwired 



63 MOVIE AXIS 

Honing your senses on the big 
screen 



FEATURE STORY 



59 



ESSENTIAL 
READINGS 

Marvel at the past, present 
and future of Marvel Comics 



57 MUSIC BOX 

Your essential playlist for the 
month 




□ 
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The Heat Is On 

It's a sun shiny month as summer begins to keep us all warm and f uz2y. So we thought, why not spread the joy 
over to you with this month's spread of gadgets that are bound to tickle the sunny spirits within you? 





COVER LOOK 

Stay Alive 



Just Staying Alive 

Hot on the back of Silent Hill comes another movie 
that's inspired from games. Check out our primer. 



Rants and Raves 

Are geeks hot? Our UrbanWire correspondent thinks 
so. We're so flattered. 
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WALT DISNEY PICTURES 
PRESENTS 
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DEAD MAN'S 



PS JA^C SPARROW, 
WILL tH^|^|^ fH 
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New/ 



NINTENDO 
□ 



NINTENDO 
O 



Nintendo' 



Distributed By: MAXSOFT PTE. LTD. 

190 Middle Road, #10-04 Fortune Centre, Singapore 188979 Tel 6338 2780. Fax 6338 0553. Email: maxsoft_nds@yahoo.com 

IDA License No DB102002 NINTENDO DS Lite is registered with IDA Singapore under registration number S0278-06 Singapore Patent 
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